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NC ns do, oc Facionally: 
Cartedr have sales beena form of escap- 
ism for me. With cold, harsh reality, you’re 
always restrained. So many things are impossi- 
ble, or just highly improbable. Not so with cartoons. 
—— Animals walk and talk, anvils fall from the sky, gravity can 
be defied merely by not looking down, the rules of physics are 
at the whim of the artist. The mundane is made into something 
much more vibrant and colorful. Cartoons hold a fun house mirror up to 
reality, and then shatter it. I’ve always loved video games that take advantage 
of the unique nature of cartoons. So when the chance arose to write the strategy guide for 
Fur Fighters, I leapt at it. 


Fur Fighters is one of the few games I've been anticipating since | first heard about it, which was long before 
leven dreamed I'd be writ- : i 2 
ing strategy guides. How | Howcould|resisttaking six fluffywarriors through 


could I resist taking six @ eEqrtoon world and blasting the stuffing out of 
fluffy warriors through a 


cartoon world and blasting | Countless teddy bears? 
the stuffing out of countless 
teddy bears? | was very 
fortunate to be working for Acclaim when Fur Fighters came in for testing. It gave me the chance to take a 
look at the game long before I ever thought I would. | was able to watch it develop and grow. It was well 
worth the wait. 


Fur Fighters is a vast adventure, full of tongue-in-cheek humor and plenty of gun-toting, fur-flying action. It’s 
a game that should appeal to both long-time cartoon fans and to hardcore gamers. Fur Fighters is the best of 
both worlds. It was a pleasure to play, even way back when it was still incomplete. And now that it's nearing 
release, | can say that it's only gotten better. 


With a second strategy guide under my belt, I'd like to thank the assistant manager at my old job, Ed, for 
getting me to work at Acclaim. If it weren't for him I'd still be jockeying cash registers. To all the cartoon fans 
out there, enjoy this game and relive a bit of your childhood. It’s Bear season. 
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JULIETTE 


- Cat e - 4years old e - Paris, France 
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- Kangaroo e - 5 years old e - Alice Springs, Australia 


- Dragon ¢ - 0.002 years old @ - Royston Vasey, Wales 
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- Firefox e - 5 years old e - Hong Kong, China 
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- Penguin e -5 years old e -Tierra Del Fuego, Argentina 


(012) HAPTER ONE 
GENERAL BRISTOL 


Once a great and well-respected leader, General 

Bristol's long military career was cut short by 
his untimely death. However, he hasn't let this 
stop him from assisting the Fur Fighters in their 
upcoming mission. Although merely a ghost, 

Bristol possesses a tremendous amount of mil- 

itary knowledge, which he will offer to the Fur 

( Fighters throughout their journey. 


SERGEANT STERNHAUSER 


As Bristol's loyal assistant, Sergeant 
Sternhauser will help train the Fur Fighters 
wherever they find him. The Sergeant can be 
found once in each world. He will challenge 
the Fur Fighter to a combination disco/exer- 
{ cise program. If the Fighter successfully 
4 repeats the series of dance moves the 
- -~— Sergeant demonstrates, the Sergeant will 
3 a reward him with tokens or items. 
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The weakest, smallest, stu- Weapon: 
pidest and most expendable , Revolver 
of Viggo's forces, Grizzly Health: 
Bears are pushovers Low 
when they're all alone. Speed: 
However, when fouror _ Average 
more attack at once, Difficulty: 
they can easily over- 
whelm anunprepared _ = Low 
Fur Fighter. What to 
Don't let them Se use: 
surround you. + Shotgun 
Brown Bears appear more Weapon: 
often than any other enemy, Shotgun 
and each one is packing Health: 
heat in the form ofa Average 
Shotgun. Alone, or in Speed: 
ie il tt Average 
a threat. Try eS d 
drop on them witha Difficulty: 
Shotgun blast to the | _ Average 
head. Whenthey turn | What to 
and attack, use any cover use: 
you can find and return Shotgun 


fire. 


POLAR BEAR 


Polar Bears have a strong 
dislike for furry rebels, and 
‘show it with their Sub 
Machine Guns. More 
ften than not, Polar 

ars are alone, or 

ked by their smaller 
in. However, you will 
asionally come 


Weapon: 

Sub Machine Gun 
Health: 

High 

Speed: 

Low 

Difficulty: 
High 

What to use: 


he Gun se hulking beasts. In 


his situation, it's best to 
retreat and take them 
out one ata time. When 
they're alone, strafe 
around them while dealing 
as much damage as you can. 


CROCODILE 


These lizards don't carry 
weapons, their huge jaws 
are dangerous 
enough. Crocs will run 


Weapon: 
Bite 
Health: 


High at you the moment 
Speed: they see you, aiming 
High to take a bite out of 
Difficulty: your furry hide. You 
Medium can shoot them from 
What t afar, but they can take 
atto a lot of damage before 
use: they go down. The best 
Shotgun way to deal with a Crocis 


to wait for him to get 
close, then blast him with 
the Shotgun. Two or three 
shots will turn a Croc into 
well-ventilated luggage! 


Small, fast, and deadly, Weapon: 


Foxes arehardtohit. / Dual Revolvers 
They wield a pair of Health: 
Revolvers with deadly Medium 
accuracy. Foxes will Speed: 
attemptto circle you, | High 
firing all the while. Hit — Difficulty: 


them as soon as you High 
see them with either _ What to use: 
the Shotgun ortheSub 


- Shotgun or 
# Sub Machine Gun 


i. | 


Machine Gun. They 
can dish out the pun- 
ishment, but they sure 
can't take it. 


Most comfortable in the water, ww > Weapon: 
these crustaceans will snap > Claws, Shotgun 
at anyone unlucky enough Health: 
to swim nearby. However, High 
if need be, they'll take Speed: 


the fight out on land, 


Low 
where they wield ae 
Shotguns. Since you Difficulty: 
can't fight in the water, Medium 
you'll have to outma- What to use: 


neuver them. If you 
want to dispatch the | 
Jumbo Shrimp before 
you take a dip, lure them 
out onto dry land. 
Shooting at them is difficult 
while they are in the water. 


Bomb Launcher 


ARMADILLO 


Like walking tanks, Giant 
Armadillos will hide under their 
1ells until they're close, then 
whip out their Heavy Machine 

Gur Ss you might have 
ssed, Armadillos can't 
LW their armor is 
0 you'll have to 
fake your shots when 
q stop to fire. If you 
_have the Rocket 
auncher, use it now. A 
ingle shot to their bare 
bellies will be enough 
mike them out. 
Otherwise, keep mov- 
ing and shoot when 
you see the whites of 
their eyes. 


Weapon: q ) GHAMELEON 


TongueLash © You + know when 
Health: / Chameleons will strike. 
yy, These skilled reptiles can 


High blend into any back- 


Speed: | ground, sneaking up 
: Medium on you and lashing out 
Difficulty: with their tongues 
High before you even know 


What to use: 
Shotgun 


_ they’re there. 
Chameleons will 
- appear briefly before 
_ they fire, so use this 
opportunity to hit them 
before they hit you. 
Once you get a bead on 
them, keep firing before 
they fade out again. 


PEACOCK 


Definitely not a feathered friend, 
Peacocks will fan out their beau- 
tiful tails at the first sign of trou- 

ble. Don't stand around and 
admire their plumage, 
though, because they will 

start launching rockets your 

way. Remember that despite 
their heavy weaponry, ~ High 

Peacocks have little health. rah 

Try to take them out froma nae ; SEEN SWAG! What to use: 

distance before they see you. y sa A teas Sub Machine 
If they start bombarding you f a As NO A 
with rockets, stay away from 
walls, since thesplashdam-_- 
age willstillgetyou. ~ 


Health: 

a, Low 

AN) Speed: 

\ Medium 
«Difficulty: 


_ These huge flowers look 
harmless enough. But 
beware, if you come within 
their reach, these carnivo- 
rous plants lunge down 
for a furry snack. They're 
easy to see, and easy to 
avoid, but if you must get 
past them, head in atan 
angle. If you can get 
close to their stems, they 
won't be able to get at 
you. Also, don't bother 
wasting your ammo; there's 
no way to pluck these posies. 


Health: 


_ Invincible 


_ Difficulty: 
Medium 
What to use: 
Your feet- 
RUN!!! 
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The Fur Fighters 
know that the only 
way to handle an 
army of stupid, 
heavily armed 
bears is with an 
arsenal that could 
punch a_ée hole 
through a moun- 
tain! Sub Machine 
Guns, Shotguns, 
Lasers, Rockets; 
there's nothing 
subtle about the 
way these fuzzy 
animals do busi- 
ness. Viggo, pre- 
pare to be fluffed! 


y (020) CHAPTER TWO 


BULLET WEAPONS 


The most basic form of firepower, bullet weapons cause minimal damage, but are fast, 
accurate and reliable. The Fur Fighters can carry up to 300 rounds of bullet ammo. 
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SHOTGUN WEAPONS 


Slow but powerful, Shotguns are the weapons of choice at close range. A direct blast 
will take the head right off a bothersome bear! As enemies get farther away, though, 
the blast weakens. Watch your ammo, since you can only carry 100 rounds ata time. 
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CHAPTER TWO 


BOMB WEAPONS 


Nothing beats the smell of burning fluff in the morning! Bomb weapons are good for 
ambushing groups of enemies before they see you. Not quite as useful as the Rocket 
Launcher, Bomb Launchers still have their place in any good player's arsenal. 


_ 
/-,/ 
For heavy, long distance damage, rockets are the weapon of choice. A single rocket can take out a 
group of enemies before they even know they're being targeted. Be careful, though, rockets are 
not melee weapons. Using them at close range can be hazardous to your health 
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a (02) CHAPTER THREE 
PLASMA WEAPONS 


Utilizing a concentrated form of energy currently being researched at Cape 
Canardo, Plasma Weapons quickly turn any enemy into a pile of random atoms. 
Fast, easy cleanup! No more messy carcasses littering your path! Their only 
downside is that they use up ammo quickly, and refills are sparse. 
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THERMAL WEAPONS 


The Freeze Gun and the Flame Gun are both distinct weapons with many applications. 
Their only relation is the ammo type they use. Used in conjunction, these two weapons 
are the most effective in the game. Unfortunately, their ammo is hard to come by. 


Freeze Gun-Although it does no damage on its own, 
the Freeze Gun turns any enemy, except for bosses, into 
anice sculpture for a few moments. While they're immo- 
bilized, frozen foes can be shattered by using other 
weapons, pushed off ledges, or as is often the case, 
destroyed by a fellow enemy's crossfire. A single shot 
will do the trick. The freezing effects only last for a few 
seconds, so do your damage quickly! 


Flame Gun-Faster and more powerful 
than the Rocket Launcher, the Flame Gun is 
the ultimate splash damage weapon. When 
fired, a ball of fire will fry anything it hits, 
along with any bears unlucky enough to be 
close to the intended target. Remember, 
the splash damage works both ways, though, 
frying Fur Fighters just as easily as enemies. 


4 CHAPTER THREE 
PICK-UPS 


Helpful pick-ups are located throughout the Fur Fighters’ world. They may be tucked 
in alcoves or lying out in the open. Don't pass up any chance to reload your weapons 
or refresh your health. You never know what may be lying around the next corner! 
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CHAPTER FOUR 


The Fur Fighters are a group of fluffy 
heroes banded together to battle the 
forces of the evil General Viggo. Years 
ago they fought Viggo and managed to 
put him behind bars. Now he's escaped, 
and part of his fiendish plan involves kid- 
napping the families of the Fur Fighters. 
Bad move! The Fur Fighters aren't the 
type to back down from a fight, and 
they're ready to once again teach Viggo 
the error of his ways. 


Fur Fighters Village 


Fur Fighters Village is where the brave 
warriors begin their adventure! They can 
return here at any time to rest or play a 
few games. 


seine these early will make 
g the first few stages easier. Most 


~ On Bungalow's balcony. 
In Juliette's closet. 

On Juliette's balcony. 
On Tweek’s roof. 


FUR FIGHTERS’ FLASH: 

After defeating the bosses, the mini-games 
in each of the Fur Fighter's homes will 
unlock. Talk to the baby by the TV fo play. 


oo 


To get to Tweek's bedroom, switch to 
Tweek, then swim through the lava sur- 
rounding the pile of gold in his house. 


Juliette's closet may look small from the 
outside, but walk inside to see just how 
many outfits she has! 


Practice your shooting by picking off the , 
bottles in Roofus' bar. Or target the 
bits hopping around the village! 


J 
The Undermill is the Fur Fighter's 
training facility. Just like the rest. 


General Bristol will brief you on the work- 
ings of the telepoint teleporters. Walk into 
any telepoint to switch to that character. 
The next room contains six babies, one of 
each species, so you'll have to use all the 
telepoints to rescue them. Head through 
the hallway into the next room and listen 
to the General again. Collect the tokens 
and proceed onward. Bristol and 
Sternhauser will brief you on health, after 
which it would be best to pick up a few 
of the Pet Yums lying around. In the next 
room, Bristol gives you a subway token. 
You can now get to New Quack City, but 
you can always go through the Undermill 
to get tokens and ammo. 


~~ , 


Bungalow is your best choice for crossing 
the spinning mills, but any character can 
make it. After crossing the mills, collect alll 
the ammo in the area. If you destroy four 
of the flour bags, the grate will open up 
allowing you to pick up the Shotgun. 


Switch to Roofus in the next room. Stand 
on top of the dirt mound and press the 
jump button to burrow through to the 
next one. Do the same thing in the next 
room to reach the storage rooms. Use 
the telepoint to change to Bungalow. 
High jump on the crates to access the 
next area. Change into Juliette. Use her 
claws to climb up the collapsed walk- 
way in order to reach the storage silo. 
There is a Tweek telepoint on a grate in 
the center of the silo. Change charac- 
ters, then jump and glide from the high- 
est point of the grain pile to the Chang 
telepoint. As Chang, you can fit into the 
vent underneath Sternhauser. 


Travel through the vent until you drop out 
into the next room. Climb the ladder in 
the corner of the room and jump across 
to the vent with the hole in the top. Drop 
inside and walk through until you emerge 
by a pool of water. Swim across the sur- 
face, climb out, and switch to Rico, Jump 
back in the water and dive beneath the 
surface. Swim through the hole in the bot- 
tom of the wall, get out by the ladder and 
climb up to where Bristol and Sternhauser 
wait. Head back to the entrance to go 
back to Fur Fighter Village. 
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CHAPTER FOUR 


Things you may have missed: 
Drop down into the area below the turn- 
ing mills. There are four tokens against 
the wall supports. 


You can get up on top of the gears after 
jumping across the turning mills. Bring 
Bungalow here. Face the mills and jump 
up onto the wood block to the right with 
the token on it. From there, walk forward 
along the plank and jump up to the 
gear. You can reach all the gears from 
here to collect tokens and ammo. 
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In the Bungalow area with the crates, 
there is a hole in the wall up in one cor- 
ner of the room. You can jump inside 
and enter the hole to enter a room 
which contains a handful of tokens. 
When you switch to Chang in the grain 
silo, take him through the vent that is 
under the entrance fo the silo to collect 
more tokens. 


Before entering the vent with the open 
roof, stand at the far side of the hole and 
look down. You can drop down to a 
small ledge and enter the vent. It leads 
to a ladder that will take you up to the 
top of the grain silo to get some tokens. 


There are two underwater passages you 
can reach with Rico. The first is right in 
front of his telepoint. Swim straight down 
to get a few tokens. The other is just to 
the left after you go through the hole in 
the wall. 
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CHAPTER FOUR 


The first step in Viggo's plans for world 
domination involves — stealing the 
Roquefort diamonds, the largest pair of 
diamond earrings in the world! While 
Viggo oversees the operation from his 
office in the World Quack Center, his 
Bears run amok in Lower East Quack. 
Somewhere in downtown New Quack, 
Tweek's mother, now a mutated fero- 
cious beast, sets buildings aflame. 


WORLD 
New Quack City 


Tokens in Hub: 10 


Level Entrances: 

World Quack Center - From the subway 
entrance, make a right at the junction. 
Take the first bridge on your right. 

_ Lower East Quack - Head left at the first 
tion. Take the first left to hop a sub- 
downtown. 

Jackenheim Museum - The next left 
fter LEQ takes you to the museum and 
monds. 

y Gwynth - The final guardian area 
New Quack City is just past the turn for 
rid Quack Center. 


jet: 
e ice rink in the middle of the 
tock up On ammo and health. 


Sonia - The first baby in the game is located 


in the fish tank in the tower’s kitchen. Take 
the hallway on the right into the Chinese 
Restaurant. Jump onto the podium, then 
leap to the Rico telepoint. Using Rico, swim 
under the surface of the fish tank and into 
the duct at the bottom. Travel to the end, — 
turning up and emerging in the second fon 
Take the next duct to the third tank, and take _ 
the other duct there to get to the fourth tank. 

The last duct in the tank leads to the kitchen, 

where a Rico baby waits in the final fish tank! 


Lien - Jump out of the fish tank and enter 
the laundromat on the left. 


HINT 
Watch out for a surprise bear attack as 
you change into Chang! Return to the 
kitchen and save the Chang baby in the 
sink. 


Angus - Head back to the lobby and 
take the opposite hallway. Walk past the 
stores until you reach Dirlee Dawg Air. 
Shoot the glass doors of the Travel 


Agency and enter the Roofus telepoint 
hidden inside. Leave the agency and 
exit the tower through the first set of 
large double doors, entering into the 
garden display room. Turn to the right 
and move along the ledge. Jump into 
the middle of the large bush. Tap the 
jump button to burrow into the first hole. 


After emerging in the first display case, 
walk to the other side and burrow through 
the hole. Do the same in the second dis- 
play case and you will finally appear next 
to the trapped puppy! Free the baby and 
exit the display case through the dirt 
mound at the end of the case. 


FUR FIGHTERS’ FUNCTIONS: 

The only way up to the next level of the 
tower is through the central elevator. 
Unfortunately, the pelican guarding the 
switch won't leave until 8:15. 


ill have to trick the guard into think- 
is shift is over. Exit the tower through 
the large double doors and enter the 
hedge maze. Follow the path until you 
reach a workman’s lift below the large 
clock. Jump into the liff and press the 
button to send the liff uoward. Jump out 
of the lift, onto the minute hand of the 
clock. This will spin the hands past 8:15, 
and the bothersome bird will abandon 
his post. 


CHAPTER FOUR 


After turning the clock forward you can 
leave the hedge maze and enter the 
now unguarded elevator. 


Pierre - Exit the lift on the next floor and 
walk left, into the gym. A kitten is stuck on 
the treadmill, but you need to be Juliette 
to rescue it. You'll find the Juliette tele- 
point on the treadmill on the other side 
of the gym. Jump repeatedly to reach 
the telepoint, then follow the track back 
around the gym to reach the first tread- 
mill. Jump along the treadmill to reach 
the lost kitten. 


Justine - Return to the opposite side of 
the gym and enter the shower room. 
You'll have to be Juliette to get into the 
ladies' room, so switch if you aren't! A kit- 
ten is inside. 


Angel - Take the other exit out of the ele- 
vator foyer, and walk into the model dis- 
play room. Another pelican guard is 
here. He is working the graveyard shift, 
so he isn’t leaving anytime soon! 


FUR FIGHTERS SFE viele 

If you try to enter the offices, the pelican 
guard will soot you and you'll be forced 
out. In order to trick him, move behind 
the model of the tower and push it in 
front of the door. Once it’s as far as it will 
go you'll be able to slip behind it into the 
offices. Fight your way through the cubi- 
cles and into the pool room. The only exit 
to the poolroom is high up on the wall. 
Change into Rico using the telepoint on 
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CHAPTER FOUR 


the high diving board. 

Pick up the two plugs you can reach 
along the sides of the pool. Jump into the 
water. Swim below the surface and put 
the two plugs in two of the drainage 
holes, raising the level of the water. Now 
you can reach the diving board to get 
the third plug! 


Close another of the drainage pipes. 
Now you can reach the lifeguard chair to 
get the final plug. Seal the last pipe and 
you'll be able to reach the vent on the 
top of the wall. 


Once inside the elevator shaft, drop 
down and move off the right side of the 
elevator weight. Push the weight over 
— onto the next stack of weights to send the 


top floor. Now, using Bungalow, 
asily hop across into the hidden 
t, which will take you up to 


HINT 
Press one switch, then the other, then the 
first again, repeating the process until the 
tower leans close enough to the other 


tower for the Roofus baby to hop over. 
Roofus can find the puppy sitting by the 
telescope. 


Wombat - Take the stairs in the weight room 
up to the roof. When you emerge onto th 
roof, a hovering helicopter piloted by a 
vous Bungalow baby will drop an attac 
force of bears. After disposing of them, the 
copter will still not be able to land, q 


+ 
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HINT \' 
Using Bungalow, jump onto the 
dish base. From there you can rer 
tower ledge. Carefully walk around the 
ledge, touching each of the 
lights to turn them on cay il 
land safely, and you 
crate inside and up 
save his baby. 


Clive - The only way to the opposite tower 
is to knock over the antenna. The crate car- 
ried by the helicopter contains a giant 
gorilla balloon. Push the crate out onto the 
roof and press the button on the side to 
deploy the balloon. The nearby fighter 
planes will viciously attack the balloon and 
promptly crash and burn! One of the 
planes will hit the nearby antenna, forming 
a bridge to the last baby and the exit. 


Keep your eyes open! Don't miss: 

A stash of tokens waits in the laundry 
room beyond the kitchen, but you'll 
have to contend with a squad of angry 
grizzlies to get them. 


Be sure to check all the stores thorough- 
ly to find any tokens you may have 
ignored. 


Inside the hedge maze, jump off the 
clock liff when it reaches halfway up 
onto the bushes. From there, you can 
leap over to a closed-off portion of the 
maze, containing tokens and bears. 


The Bear Bar contains several hidden 
tokens. At the disco, your drill instructor 
will challenge you to a game of memo- 
ry. Follow his moves and he'll give you a 
four-token prize. 


There are tokens in each of the showers 
located off of the gym. 


Check inside all the plants, because some 
tokens are hidden under the leaves. 


A single token sits under the model 


bridge. However, only Chang is small 
enough to squeeze underneath. 


LOWER EAST QUACK 


g you'll see when entering 
L Quack is a train leaving the 
station. There’s a puppy on the train, and 
the only way to get to him is to make the 
long trip across the city. The tracks have 
currents of electricity running through 


CHAPTER FOUR 


At several points in Lower East Quack, 
Viggo’s trucks will pull up and release 
squads of bears. The Sub Machine Gun is 
best for dealing with the Grizzlies, but 
switch to the Shotgun for the Polar Bears. 


i ’ 
7 ~~ 


The first Chang baby is located in the 
apartment building at the end of the 
first block. Since the doors are locked, 
you'll have to climb up the fire escape. 
Switch to Chang on the way up. At the top, 
make your way to the left, walking careful- 
ly along the window ledge. Around the 
corner and halfway down the next wall, 
someone’s leff a window open. Once 
inside, search each room. An endless 
stream of bears will come out of each door 
you open, so don't bother fighting. On 
all the doors are opened, the door to the 
final apartment opens. Inside is a lone and 
very frightened baby firefox. 


Head into the alleyway at the end of the 
first block to find the next Chang baby. Be 
careful when turning the corners, an NQPD 
tank waits around one of them. The tank will 
tell you not to shoot, but fire anyway. 
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HINT 
Dodge the rockets fired by the tank by 
running as fast as you can around the 
nearby building! When a wall halts your 
progress, wait for the tank to catch up to 
you. Jump up and down in front of the 
wall and the tank will shoot it down for 
you. The Chang baby waits behind 
another wall on your right. Have the tank 
eliminate the wall and save the baby. 


Dweek - Return to the city streets. To 
lower the stairs on the second fire 
escape, press the button on the wall. 
Climb up the second fire escape until 
you emerge on the roof of the building. A 
Tweek telepoint awaits, guarded by a 
small group of enemies. After switching 
characters, find the trail of tokens leading 
from one fire escape to the next. 


~Tweek can make this jump, but 

u'll have to start flapping those wings 

e very height of your jump. On the 

r side, a ladder leads to the rooftop. 

eek baby appears to be unguard- 

but is actually protected by bears 
oetween the skylights. 


back down to the ground and 
ne city streets. Along the city 
levators will occasionally rise up 
ground, bringing small groups 
with them. Watch your back! At 
junction, walk straight and find 
Roofs telepoint. Switch to Roofus 
head back to the third fire escape. 


You are our 1000th Customer, and 


you've won « SPECKAL PREZE! 


Climb up to reach a lost Roofus baby. 


Carlie - Follow the unexplored road until 
you reach a gun shop on the left. Drop 
inside to save a baby and do some = 


ping. 


HINT 

Use the one minute shopping spre 
grab ammo and health. You can Ber 
find a Rocket Launcher on the second 


floor! 
Qweek - After leaving the gun shop, turr 

right and head down the street into th Ss 
alley. A flamingo is practicing basketball. 
If you approach him, he'll let you take a 
few shots yourself. Make three out of si 
and win a quarter. It might not seem like 
much, but you'll need it late on. 


IMPORTANT: 

Line up the shot so that the bottom of the 
basket is touching the top of the ball, 
then hold down the fire button until the 
meter is almost full. Practice makes per- 
fect! Leave the alley and head straight 
forward to the bridge. Hop down onto 
the small ledge to the right of the bridge. 
Before making the jump, be sure to take 
out the Peacock on the other side or he'll 
shoot you right out of the air. A single 
rocket will do the trick. 


Once the coast is clear, run, jump and 
glide to the other side. It’s a tough leap, 
so make sure you're headed straight or 


you'll fall into the freezing waters! Lower 
the drawbridge with the button inside 
the control room. Now jump from the rail- 
ing to a ledge, back onto the other side 
of the river. After climbing back up the 
ladder, hop down into the gap under the 
bridge to save a Tweek baby. 


Virginia - Even with the drawbridge up, 
you still can’t get across, at least not by 
foot. If you have the quarter you won from 
the pelican, you can use it to pay for a ride 
across the bridge in the nearby taxi. 


On the other side of the bridge, turn left 
and enter an alley. At the end of an 
alley, there is a hatch leading down into 
the sewers. Don't worry about the smell, 
just jump inside. Since most of the Fur 
Fighters don't like getting wet, you'll 
have to switch fo Rico. His telepoint is 
down one of the tunnels. As the penguin, 
you can swim under the water in the 
next tunnel to push a switch that floods 
the sewers. Now that the water level has 
risen, you can reach a ladder in the first 
tunnel. When you are halfway up, jump 
to the right to find Rico’s kid. Press the 
button to open the hatch and climb out. 


Todd - Exit the sewer and head towards 
the bridge. Switch to Bungalow and walk 
up to the gap in the railing. You can leap 
onto the back of a passing truck. From 


there, another jump will get you up to 


the trapped baby, 
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Kathrine - Go over the bridge and exit by 
the movie theater. Roofus can’t jump 
high enough to reach the baby, but with 
some creative thinking, he won't have 
to. A water tank sits atop the nearby 
movie theater. By shooting out the legs, 
the tank will come crashing down, form- 
ing an ice bridge to the baby. 


Carlos - Walk back across the bridge 
and switch to Rico. Head to the movie 
theater and enter the door at the bot- 
tom of the train station stairs. Go up the 
first ramp then down into the subway. A 
Rico baby is on the platform. 


Jonathan - Leave the subway the same 
way you came in. Follow the ramps up to 
the train platform. You'll finally make it to 
the train which is carrying the puppy. 
Switch to Roofus and save him. The exit 
to the level is by the movie theater, 
below the train platform. 


Don't leave without looking everywhere: 
Be sure to search each fire escape thor- 
oughly for any loose tokens. 


One of the apartments by the first 
Chang baby has a bear disguise in it. 


When you release the Chang Baby in the 
apartment, check behind him for tokens. 


There is a gap in the second fire escape 
that lets you drop down onto a ledge 
with tokens on it. 
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Check Tweek’s roof thoroughly for a 
handful of tokens. 


You can drop down through an open 
hatch onto the top of the subway. 
Several tokens wait atop girders. Jump 
carefully to grab them. 


At the second truck, jump onto the 
wheel, then the hood, and finally onto a 
token covered ledge. 


Don't miss the two tokens beside the 
Bungalow baby on the bridge. 


Two tokens sit under the taxi cab. You'll 
have fo ride the taxi across the bridge 
first in order to obtain them. 


ia - Head into the central area 
turn right into the Pop Art section of 


loture into the Temple Ruins displays. 
h to Bungalow behind the huge arti- 
fact. A Bungalow baby is hiding in one of 
the displays, but the moment you step 
— inside, huge blades come swinging out 
of the walls! 


HINT 

Learn the pattern of the blades before 
attempting to cross. But be careful! The 
dark floor beyond the blades is rigged to 
open the moment anyone steps on it. 
Use Bungalow’s high jumps 


to reach the baby and avoid falling into 
the spikes below. 


Alexander - Leave the Temple Ruins and 
head through the Dog Art display. Hop 


into the Roofus telepoint and continue 
through the Memo Art to get back to the | 


central statue area. Roofus’ tyke is 
caught in a revolving coat rack in the 
Coat Room, but you’re going to need a 
ticket to get him out. 


‘a ann 

Leave the Coat Room and head up the 
spiral ramp until you reach the wardrobe 
display on the second floor. The display 
sign is hanging from a thread and you 
can easily shoot it down. Have fun 
watching the dressers topple like domi- 
noes. The last dresser will actually fall over 
the side and smash open the collection 
box in front of the statue, freeing the 
coat stub. Head back down to the first 
floor and collect the stub. 


NR 

Before you can enter the Coat Room, 
however, the statue in the middle of the 
room will reveal itself as one of Viggo’s 
evil robots! 


STATUE MINI-BOSS 

Don't waste time trying to fight the statue 
toe to toe! Immediately run behind it. If 
you're standing directly behind the stat- 
ue, ifs arm won't be able to shoot you. 
Now you can shoot it repeatedly in the 
eye without worrying about avoiding the 
statue’s deadly shots. 


Once the statue is defeated, enter the 
Coat Room and put the coat stub in the 
Auto-coat machine. Alexander will be 
dropped off right in front of you. 


Brigette - Run back up to the wardrobe 
area, but this time walk through into the 
Cat Art section. At the end of the hall 
you'll find a huge Viggo and Roofus 
sculpture. Switch to Bungalow at it’s 
base, and jump onto the moving waves. 
Wait for the carrier to come around and 
jump onto it. From there, leap to Viggo’s 
hand and shoulder. Be very careful! 


_ From this height, you'll take serious dam- 


age if you slip. You can also get crushed 


some of the moving parts. Use the 


Favorite Things: A Movie by Claude 
Sc From the Viggo sculpture 
: ter the movie theater and press 
> button below the screen. Claude the 
at will appear and show you his 
avolite things. Count how many times 
_ each of the three objects appears. The 
mc . object appears, the more he 
likes it. He will then ask you to push the 
's in the back of the theater in the 
der of his favorite things. 


reverse | 
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HINT 
Push the milk dish first, then the yarn, and 
finally the cat. Claude will reward you 
with the combination to the vault 
beneath the museum: 6 counterclock- 
wise, 2 clockwise, 4 counterclockwise 
and 6 clockwise. Write this down! You'll 
need this information later. 


Petey - Leave the theater and go back 
to the central area. Climb the ramp all 
the way up fo the third floor. There is a 
Bungalow telepoint behind the Japanese 
screen. Switch characters, then come 
back to the rock garden. Hop up onto 
the stones and grab your kid. While you‘re 
up there, give the huge boulder a kick 
and do a little sculpture bowling! 


Xuan - Continue onward through the 
Oriental displays, past the adorable Bear 
Art, into the Hall of Mineral Wonder. The 
Diamond Room is right behind the huge 
steel door, but the grumpy pelican at the 
door will toss the key up onto the mag- 
netic meteor rather than give it to the 
likes of you. Fortunately, the other mete- 
orite in the room has an opposite 
charge. Push the meteorife next to-the 
first one and the charges will neutralize, 
making the key drop to the floor. 


FUR FIGHTERS’ FOLLOW-UP 

Pick up the key and open the Diamond 
Room door. Inside, switch to Chang in 
the corner, but even he is too large to 
squeeze through the lasers guarding the 
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two babies. You're welcome fo try, but 
the security systems here are fierce! 
Instead, push the set of prisms in the room 
into the lasers. The prisms will safely bend 
the lasers, allowing you to slip under- 
neath and rescue the firefox. Saving 
Xuan will send the diamonds down into 
the museum vault. You'll have to save the 
Tweek baby later. 


Pweek - Next stop: the basement. Return 


& i to tHe Cat Art section on the second 


; floor. There is a passage under the walk- 
which you can take to the base- 
t. Fight your way through the first stor- 
je room to find the boiler room. 


- There’s an emergency that requires your 
attention. Talk to the pelican and he will 
inform you that the boiler is overheating 
and will blow any second! You have thir- 
ty seconds fo reach each valve, buf 
each one is farther away than the last, so 
don’t waste time! 


HINT - The first valve is up the catwalk, the 
second back on the ground, the third is 
past the first one up the walkway and the 
last is all the way around the boiler on the 


ground again. When you finish the boiler | = 


puzzle, the door to the next area will - 
open, revealing a Tweek baby. Switch to 
Bungalow using the telepoint in the boiler 
room. Go past the Tweek baby into the 
next storage area. Jump up the crates to 
find a Tweek telepoint. 


Now you can go back and rescue the 
baby. u V 


Lweek - Go back to the first slorage 


area. Now that you have Tweek, yo MCC 
climb up on top of the shelves and jump 
across to where a Tweek baby is being 
guarded by a Peacock. 


Bweek - Head back through the boiler 
room and the storage areas until you 
reach the giant vault door. Walk up to 
the combination lock and use the code 
you got from Claude. 


FUR FIGHTERS’ FERVOR: 

If you didn’t write it down, the code is 
6-2-4-6. Once the combination is 
entered, the vault door will swing open. 
Viggo is guarding the diamond with plen- 
ty of polar bears and brown bears, so be 
careful. Climb up the steps and jump up 
onto the scattered crates. Make a long 
jump and glide over to the Tweek baby 
waiting on the diamonds. 


Leonard - There’s still one baby left. 
Leave the vault for now and switch to 
Roofus using the telepoint outside the 
vault door. Take Roofus back through the 
halls until you reach a ladder leading up 
a set of shelves. Climb up to the top and 
work your way around the corner to get 
to the pup. Return to the vault and exit 
the level through the hole Viggo drilled 
through the wall. 


Sites to see before leaving the Museum: 

Once you open the Auto-coat system, 

bring Bungalow back to the area. He can 

hop inside to grab some Pet Yums and 
_ tokens. 


In the Cat Art section, there is a block 
a 
in a room off the curved hall. 
ing Bungalow, push the smallest block 
gh the sculpture to the other side, 
you can use it as a stepping stone 
to reach the tokens and weapons. 
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In the Diamond Room, smash open the 
jewelry display cases to get some 
Tokens. 


Be sure to search the storage rooms 
thoroughly. Many tokens are hidden on 
top of shelves and behind boxes. 
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In the vault, check around the cages 
for tokens, 
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GUARDIAN BOSSES 


As part of Viggo’s fiendish plan, each of 
the Fur Fighters’ spouses (or in Tweek’s 
case, parent) has been kidnapped, 
subjected to fiendish experiments, and 
mutated into a powerful monster. In 
order to break Viggo’s mind control, 
the Fur Fighters will have to use tough 
love, fighting their own family members 
until they come to their senses. Each of 
the Bosses can only be effectively 
fought by their closest kin. The player 
will most likely be forced to change into 
the appropriate character before 
being able to reach the main arena. 
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GWYNTH 


World - New Quack City 
Babies Needed - 25 


Keeping a_ ruthless 
watch over the city’s 
downtown area, Gwynth, 

once a kind and caring parent, 
is now a huge, metallic dragon, 
capable of scorching even the 
strongest Fur Fighter with her fire breath. 
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Attack Strategy 


Tweek will have to confront his mother 
on several of the downtown rooftops. 
When she is on the roof with the young 
dragon, she will circle around him, occa- 
sionally spraying Tweek with her flaming 
breath. It’s best to stay on the opposite 
side of the roof, in order to avoid both 
the fire breath and the crushing blows of 
Mother’s huge feet. Gwynth is only vul- 
nerable when she opens her mouth to 
fire. At this time, you should fire repeat- 
edly into her open maw. 


Oa 
Um 


' If you take too long fighting her, 


Mother will leap into the air and make 
several rooftop passes, bombarding the 
baby dragon with deadly fire. When 
she’s in the air she cannot be harmed, 
simply avoided. Once Gwynth is dam- 
aged enough, she will take off and fly to 
another rooftop, at which time she will 
launch a fireball that will set whatever 
rooftop Tweek is on aflame. Fortunately, 
Tweek knows well enough to leap to the 
next building. Use the work-lifts to get to 
the top of each building. Many of the 
building ledges contain useful health 
and ammo pick-ups. Defeat Gwynth on 
four different rooftops to break the con- 
trol forced upon her. 
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Although foiled in New Quack City, 
Viggo's evil plans still continue. Without 
the diamonds, he is forced to buy the 
Beaver Power Dam to make some quick 
money to subsidize his growing empire. 
The Fur Fighters’ babies are being forced 
to work alongside the captive Beavers. 
Rico's beloved wife is waiting somewhere 
for him... but will he be happy to see her? 


World 
Beaver Power 


Tokens in Hub: 10 


Level entrances: 

Compound Factions - Just around the first 
bend, walk up to the gate on the right. 
God Machine Valley - Walk all the way 
through the level to the steam shovel at 
— the far end. Enter the door in the back of 
the steam shovel. 

~ Beaver Dam - Walk through the level until 
you can access the docks to the right. Enter 
the door in the building to the left. 

Saving Juanita - Pass the Beaver Dam 
ance and turn left. Summon the ele- 
by pressing the button. Ride it up to 
fh the boss level. 


| 


do: 

eant Sternhauser is waiting in the 
b to train the Fur Fighters. Follow the 
left wall to a passage beside a patch of 
shrooms to reach him. Complete his 
training to receive four tokens and a 
Plasma Blaster. 


Swim under the ship docked by the dam 
to get a token. 
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Michelle - In the first clearing, use the. SO 
nearby crates to reach the ledge with | 
the Juliette telepoint on it. From there, 


climb up the wall with the claw marks to = 
reach the kitten. _ 7. 


Mary - While still in the first clearing, run up 
behind the dump truck to take out the 
starter handle. In the second clearing 
you'll see a Roofus baby trapped in a sec- 
ond floor office. Unfortunately, the first 
floor is in the wrong place. Climb the claw 
marked wall below the cave opening to 
find the Roofus telepoint. Put the starter 
handle in the back of the bulldozer to 
push the first level beneath the second. 


Phillipe - After saving Mary, use Roofus to 
burrow through the mound of dirt hidden 
by the bulldozer. On the other side, press 
the button to open the gate. You'll have 
to go back to the start of the level to get 
Juliette. Bring her through the now open 
gates. Climb up onto the ledge to the 


right where the claw marks are. Run 
back to the gate, climb up onto the sign 
then drop down onto the other side to 
rescue the kitten. 


Soo - Drop off the gate and head past 
the peacocks ahead. Switch into Chang 
with the telepoint beyond the crates. 
Expect an ambush from all sides when 
dropping into the area of portable toi- 
lets. Crocs and Bears will storm out to 
attack! Take Chang into a tiny passage 
to the left of a crate in the next clearing. 
A Chang baby waits inside. 


HINT 
In the third clearing there is a small office 
building. Inside, @ manager beaver is 
missing his set square, which someone 
misplaced in the Explosive Storage Area. 
It’s incredibly important not to attack 
anywhere near the TNT boxes. The slight- 
est bump and they'll blow sky high. If you 
must fight the enemies inside, lure them 
back to the main hall, where you can fire 
safely. In one of the corners of the maze 
you'll find a Bungalow telepoint. The kan- 
garoo is the only one that can jump onto 
the crates using the small boxes. The set 
square is on top of two levels of boxes in 
the corner near the entrance. Bring it to 
the beaver to get a safety certificate. 
Jason - There is another exit in the far cor- 
ner of the explosives building. Again, 


Bungalow is the only one that can reach 
it, Outside, shoot the lock off the cage to 
free the tyke. 
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The second half of the construction area is 
only open to safety conscious folks. 


Provide the beaver at the gate with a 
safety certificate and he'll let you through. 


Peter - Turn left past the gate and switch 
to Roofus with the telepoint in the center 
of the muddy area. Leave the area and 
cross the path to the scaffolding area. To 
get up to the puppy in the scaffolding, 
you'll need to make use of the dump 
truck. Hop on the wheels and use your 
weight to make them turn. Try to stay on 
as long as possible, moving the truck 
steadily closer. Once it can’t go any fur- 
ther, hop from the wheels over to the 
scaffolding, and climb up to the baby. 


Agnes - Return to the beaver office and 
turn left, going up a path to the wrecking 
ball area. A baby met with an unfortu- 
nate cement accident, and you need to 
rescue him. Jump into the door of the 
wrecking ball. Move the machine over 
to the other side of the clearing and 
swing the crane to break the cement 
block. Save the grateful puppy. 


Marieanne - Go back down to the 
clearing and switch to Juliette with the 
telepoint on the nearby crate. Return to 
the scaffolding area. Run up the cliffs to 
the left and follow the system of caves to 
the very end fo find a kitten. 


FUR FIGHTERS’ FACT 
The large warehouse at the end of the 
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level can only be entered through one of 
the doors. Inside you'll find a Bungalow 
telepoint. Cross the plank and jump 
down in front of the steamroller. After pro- 
ceeding down the room for a few sec- 
onds, the steamroller will start up and 
begin to bear down on you. Jump up 
onto the crates, then onto the steam- 
roller itself. 


Ricky - With the steamroller outside, wade 
through the water to the first set of crates. 
Jump from the last crate to the steamroller 
when it surfaces. Jump from the steam- 
roller to the next set of crates floating on 
the other side of the water. Watch out for 
the Peacock while repeating the process 
to get to the third set of crates and, finally, 
to the ledge. The Bungalow Baby is at the 
other end of the cliff. 


ull 


OPS! Things you may have missed: 
jyeck behind any and all crates in this 
fel. Many tokens are hidden behind 


ff There are a handful of tokens on the 
crates by the first Roofus telepoint. 

Push the start button on the back of the 
bulldozer after the first gate to make it 


move, exposing three tokens. 


Check the tops of the crates in the explo- 


sives room thoroughly. 


Using the wrecking ball, you can knock 
the tops off the truck and the office, 
open three crates and uproot a tree to 
find tokens and hidden items. a 


There is a secret path behind a gray rock © 
wall near the wrecking ball. Shoot the 
wall to open if. Collect the ammo and 
tokens 


There is a secret area that only ‘eet 
can reach by the crates after the a 
gate. 


The first God Machine you will encounter 
in this level is a giant digging machine 
that is rotating in the middle of a large 
clearing. Watch out! If you’re on the 
ledge when the digging arm passes by, 
you're fluff. Wait for it to pass, then run to 
the first cave. You have to hide inside, 
because the arm should be close behind 
you. Wait for it to pass again then run to 
the second cave. Once inside, switch to 
Bungalow with the telepoint. After the 
arm passes for a third time, leave the 
cave and run to the end of the ledge. 


Wayne - The next God Machine is a giant 
steam shovel. A ledge in the area holds a 
Bungalow baby and is much too high to 
jump to. Watch the pattern of the shovel 
and wait at the soot where the scoop 


digs into the ground. When it dips down 
it will pick you up as well. Wait for the arm 
to swing to the side and jump to the 
ledge. 


Bromwyn - The second Bungalow baby is 
behind the beaver office, past the 
steam shovels. Watch out! Two crates by 
the office will open as you pass them, 
unleashing a bear attack squad. 


rie - Inside the office, which can only 
be reached by Bungalow, a beaver chal- 
lenges you to an arm-wrestling contest. 


HINT. 

Rapidly press the A button to defeat the 
bear and to get a union pass. 

Bring your pass back to the digging 
machine and press the button to turn 
the machine off. Wait for the scoops to 
slow down and hop in one. Jump onto 
the conveyer belt, over the rollers, and 
carefully run under the press. Get the 
baby, then slide down the chute to get 
down via the dump truck. 
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Morag - Proceed to the beaver office. 
Use the Roofus teleporter nearby. Turn 
around and head back to the blasting 
area by the steam shovel. A simple maze 
leads to a puppy. Before you can rescue 
him, though, he steps on a button that 
starts a fuse! 


HINT 

Hurry up and work your way out of the 
blasting area before the fuse reaches 
the dynamite or you'll be part of the fire- 
works show! 


It’s best to eliminate the bears before 
saving the baby to make your return trip 
easier. After the dynamite blows, reenter 
the area to save the puppy. 


Jean-Claude - Past the beaver office, 
climb up the scooping machines. A kit- 
ten waits on the top ledge. Jump from 
scoop to scoop, each of which is quick- 
er than the last. From the ledge with the 
kitten, leap across fo a second ledge. 
The Juliette teleporter is in a cave at the 
end of the ledge. Switch to Juliette and 
jump back To save the kitten. 


Jean-Paul - As Juliette, go back to the 
beaver office and into the drilling area 
nearby. Carefully dodge the spiked 
poles to get on the other side of the 
giant drill. Jump onto the drill groove and 
walk slowly to stay on top. The drill will 
gradually move you upwards. Once you 
reach the top, leap to the scaffolding. 
From there, jump onto the body of the 
drilling machine and cross it to reach the 
second scaffolding where the kitten is. 
When you jump down from the drilling 
machine, aim for the machine’s treads 
to slide down safely. 


CAUTION 

Back on the ground, a nearby crate 
opens up to release a bear attack 
squad. 
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FUR FIGHTERS’ FEATURE 

There is a button in a scaffold on the 
ground that turns the drilling machine 
around. Make sure you press if, since if 
opens the entrance to the Dinosaur World. 
You can now enter the Dinosaur World from 
here, or from the Fur Fighters Village. 


Jean-Luc - Proceed past the scooping 
machines and turn left at the junction. 
Pass the pipe carriers and talk to the hip- 
pie beavers. They want to protect the 
ancient building nearby, so you'll have 
to take away their reason for sticking 
around. Shoot the small rock out from 
under the boulder on the ledge. It will 
destroy the building and the beavers will 
let the pipe machines through. There is 
another bear squad crate in the clearing 
below, so be careful. Wait for the 
machine on the top ledge to swing the 
pipe down. Jump onto the end of the 
pipe. Let the pipe carry you up. Leap 
onto the ledge where the boulder was to 
reach a kitten. 


So-Mai - Go get Chang from the 
Dinotopolis entrance. Return to the junc- 
tion and enter the laser area. Wait for the 
larger of the two lasers to pass before 
running to the right and into the small 
alcove. The smaller laser can be jumped 
over if need be. Do the same thing to 
reach and pass the second and third 
laser machines. There is a crevice past 
the last laser machine containing a 
Chang baby. Drop down from the 
Chang baby to avoid going back 
through the lasers. 


Anthony - Before attempting to enter the 
God of Processing, head back to the 
Roofus teleporter and change to him. 
Return to the open area by the God of 
Processing and head down the slope. 
Press the button in each of the giant con- 
veyer belts to move them. Climb back up 
to the cliff and use the conveyer belts to 
reach a cave in the cliff wall. Proceed 


through the cave, out onto a large ledge 
where a puppy waits. 


FUR FIGHTERS’ FRET 

Reset the conveyer belts to their original 
positions by pressing the buttons again. 
Jump to the belts and into the machine 
itself. Move carefully past the first crusher. 
Before passing under the gear, switch to 
Chang with the teleporter on the left. 
Move under the gear by hiding between 
two of the teeth. 


The second set of crushers looks difficult, 
but isn’t too hard. Walk backward right 
before the first crusher. Once it starts to 
rise, let yourself be Carried under all three 
crushers. Swim across the water and to 
the left side of the giant gears. Let the 
gear liff you up out of the water. Shoot 
the grate in the wall and leap inside 
before you're crushed. Walk through the 
vent, blast the second grate and jump 
into the second pool. Climb out and walk 
up the stairs. Turn right and head to the 
end of the catwalk, squeezing through 
the vent and outside. 


Jet - Outside the God of Processing, a 
beaver will give you instructions on how 
to operate the giant crane. Move the 
crane all the way back towards the God 
of Processing, then to the right until it’s 
slightly to the right of the hose on the 
ground. Lower the crane to pick up the 
end of the hose. Run down the hose and 


out the other end to find the Chang 
baby by the level exit. 


Oops! 

More things you may have missed: 
There are six tokens at the base of the 
giant digging machine at the start of the 
level. 


Bring Bungalow to the blasting area to 
reach the handful of tokens on the rock 
walls. 


Just beyond the Juliette telepoint, there 
are several tokens AND a rocket launcher. 


Inside the God of Processing, on the top 
catwalk, there are four doors that lead 
out onto ledges containing plenty of 
tokens. 


From the top catwalk in the God of 
Processing, jump off onto the tops of the 
large green walls. From each of the two 
walls, you can drop into a pipe and 
enter a vent containing tokens. 
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Level 


Tokens needed: 300 
Babies: 7 
Enemies: 

Grizzly Bears 
Brown Bears 
Polar Bears 
Crocodiles 
Peacocks 
Jumbo Shrimp 


Vincent - Exit the small building at the 
beginning of the level and change to 
Juliette using the telepoint on the left. 
Climb the side of the water gates and 
drop down to the building on the other 
side. Carefully approach the shaking 
doors, and a pair of angry Polar Bears will 
bust out. Behind them is a switch that 
turns on the power for the elevator. 
Summon the elevator and press the but- 
ton inside to go up. A pack of enemies 
will attack you from the helicopter on the 
upper level. Once you defeat them, go 
through the door on the right and across 
the catwalks, under the spray of water. 
Turn left after the water outlet. A kitten 
waits at the far end of the catwalk. 


Francois - A kitten waits on the far end of 
a pit in the next area. Turn on the 
cement pump using the button on the 
side. Climb the wall past the mixer. The 
scoop won't operate with its stabilizing 
legs up. Jump on each leg to lower it. 
Move back by the Rico telepoint and 
shoot the start button on the scoop. 
Once it dumps a load of sand into the 
grinder, start the sand pump. Switch to 
Rico and go back to the pool of water 
past the cement mixer. Jump into the 
water and press the button on the water 
pump by the ramp leading out of the 
water. Head back to the cement mixer 
and press the button fo fill the pit. 
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CAUTION 
It’s fast drying cement!! Immediately 
switch to Juliette and save the kitten. 


lsabella - Change back to Rico and jump 
into the water past the cement mixer. 
Swim into a pipe on the side and down 
into a large water tank. Swim through the 
pipe on the opposite side and into a 
waterlock room. Press the button on the 
side of the door to shut the door and 
lower the water. If you can, try to catch 
the shrimp in the closing door to elimi- 
nate them. Once in the room, move the 
crate under the hatch in the ceiling. 
Shoot the button by the door again to 
raise the water level. The water will rise 
and you will be able to reach the baby 
penguin by climbing onto the crate. 


Dwayne - After filling the pit with cement, 
use the Bungalow telepoint on the other 
side. Head back to the helicopter by the 
elevator. Shoot through the cockpit's 
glass to hit the button which opens the 
other hatch. Inside, rescue the kangaroo 
baby. 
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Lauren - Head through the door behind 
the helicopter and enter the main tur- 
bine room. Switch to Juliette in the 
alcove to your right. A kitten waits in the 
alcove. 


Climb the catwalk system to reach the 
upper offices. As you try to enter the 
door, a squad of Crocs and Bears will file 
out. Once they're all defeated, enter the 


office and talk to the beavers, who will 
power up the turbines. 


Fweek - Switch to Tweek in the office and 
head back down to the bottom floor. Go 
down into the transformer room, through 
a door below the catwalks. After grab- 
bing the Tweek baby, one of the trans- 
formers will transform (get it?) into a 
guardian robot. 


TRANSFORMER ROBOT MINI-BOSS 

This electrical contraption guards a 
Tweek baby in the circuit room of the 
Beaver Dam. The floor of its lair is covered 
with electrified water that will shock you if 
you walk through it. Instead, stick to the 
metal platforms with the transformers on 
them. The Transformer Robot will fire 
repeatedly at you, so take cover behind 
one of the transformers. The only vulnera- 
ble spot on the robot is its eye panel. Wait 
behind the transformer and jump to 
shoot it in the eyes. Time your jumps so 
that you jump in between the robot's 
shots. If you take too many hits, there are 
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a few packages of Pet Yums in the room, 
including a 100 health point box under 
the stairs. 


FUR FIGHTERS’ FACTOR 

After defeating the Transformer Robot, 
the previously locked fire door will open 
up. Go down the long hallway to the ele- 
vator at the end. Ride the lift up to the 
top. Exit the elevator and cross the pipe. 
Be careful not to shoot the pipe because 
deadly steam will soray out. Take a right 
after the pipe and follow the halls to the 
turbine room. Jump over to the Rico tele- 
point and switch characters. Head back 
through the hallway and take the LEFT 
fork this time. Swim under the turbine in 
the next room and climb out of the 
water on the other side. Go down the 
pipe to the right, which empties into the 
boat harbor. 


Gweek - Swim to the left to reach a laa- 
der and climb out of the water. Climb up 
the scaffolding to the right and jump into 
the crane's cockpit. Press the start button 
-and run up the crane as it lifts. The crane 
will swing to the left, but will be blocked 
by the ship. Jump off the crane arm onto 
the ship, then leap off onto the other 
side of the dock. Press the water valve 
button to lower the water level. Switch to 
Tweek in the mouth of the pipe. Climb 
back out of the harbor and back up the 
scaffolding. Push the button in the crane 
again. It will take an engine out of the 
ship to power the nearby elevator. Climb 
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back down and go behind the crane to 
reach the elevator. A Tweek baby waits 
at the top of the elevator. Walk across 
the top of the dam to reach the exit. 


Did you forget anything? 

At the beginning of the level, there are a 
couple of tokens on top of the elevator 
power room. You can jump to the roof 
from the elevator as it goes up or down, 


There is Shotgun ammo at the top of the 
large open underwater room on the way 
to the Rico baby. 


There is a guardian beetle pickup 
behind the dam model in the turbine 
office. 


To reach the tokens on the ledge in the 
hallway after the mini-boss, return to the 
area with Bungalow and jump up by the 
elevator. 


In the elevator after the mini-boss, shoot 
the grate on the ceiling and climb out 
when the elevator is at the top. Using 
Tweek, jump and glide down fo a hid- 
den room with a few tokens. 


In both of the turbine rooms, you can 
press a button to lower the water level 
and collect a few tokens at the bottom 
of the room. 


To get the tokens around the crane, 
press the start button and run up the arm 
when it lifts. Carefully droop down onto 
the claw and collect the rest of the 
tokens. 


Check the alcoves at the top of the dam 
to collect some tokens. 


MR, 


= I i JHE 


Juanita was Rico’s lovebird; a compas- 
sionate, beautiful young penguin. That 
is, until she was snatched away by the 
evil Viggo and turned into a screeching 
menace of the sea. She waits for her 
husband in one of 


the Beaver 
Dam water- 
locks. 


Attack 
Strategy 


As soon as Rico enters 
the waterlock, the 
door shuts behind him 
and the room. floods. 

Under the water, you can only 
avoid his wife’s attacks. Juanita 
will fire sonic blasts as she follows 
behind you. The best strategy, for 
the moment, is fo stop short and 
let her swim past you, then stay 
behind her tail, safe from her 
blasts. Watch out, though, 
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her tail is covered with sharp shells that 
are just as deadly as her beak shots. 
While underwater, try to pick up a few 
bombs, you're going to need them. The 
Bomb Launcher can be found by the 
entrance. 

Once the water level drops back to nor- 
mal, you can climb back onto the cat- 
walk. Juanita will remain in the water, 
launching ravenous piranhas out to 
attack you. Keep moving around the 
catwalk and they should bounce harm- 
lessly on the grating. When you have a 
clear shot, lob a bomb onto the back of 
Juanita. If the water level rises again, 
head for the ammo pickups, while 
avoiding Juanita’s renewed attacks. 


After three shots with the Bomb 
Launcher, Juanita will leap out onto the 
catwalk and chase after her husband. 
She will still launch piranhas, as well as 
fire her sonic blast whenever she is close 
enough. Try to stay opposite her on the 
catwalk, and never stop moving! Switch 
to one of your basic weapons, either 
the pistol or the shotgun, and fire across 
the pool at her. If you run out of ammo, 
you can use grenades on her, but this 
will mean getting close and possibly 
getting hit with one of her attacks. Keep 
up the fight and you'll eventually knock 
some sense back into her. 
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Distraught over two defeats at the hands of 
the Fur Fighters, Viggo decides to deal with 
the threat... by dropping an anvil on 
Roofus' head from orbit! Fortunately, Roofus 
is hot on the General's heels, and will follow 
Viggo all the way to an orbiting Space 
Station to catch him. However, Viggo has 
left behind Juliette's husband Claude to 
slow the Fur Fighters down. 


World 
Cape Canardo 


Tokens in Hub: 10 


Level entrances: 

VAB Building - Turn left at the start of the level 

and head through the double doors. 

VLF Facility - Take the double doors on the 

tight side of the museum. Enter the launching 

pad. 

Space Station Meer - Head straight from the 

start, walk through the planetarium and head 

to the right. The rocket at the end of the hall is 

~ waiting to take off! 

~ Saving Claude - Go through the planetarium 

and tum right before getting to the Space 
Station Meer entrance. 


Hweek - Take the hallway around the corner 
and turn left into the elevator. Press the button 
to ride up to the control tower. The duck there 
has distressing news. A poor baby has some- 
how been left to fly a transport plane! You'll 
have to help him out with the remote controls. 


FUR FIGHTERS’ FLASH 


As soon as you take control of the plane, drop 
the landing gear and dip the nose. Pull back 
before you hit the ground and stay a few yards 
up. Steer around the left side of the building 
ahead to get to the runway. Straighten out so 
you're pointed down the runway. 


Once you'te over the asphalt, start slowing 


down. Keep holding the brake even after you 
touch down. If you drive off the runway, youll 
crash. Don't worry if you mess up the first time, 
the baby dragon will be ejected and will land 
in another transport so you can try again. 


Head back down in the elevator and continue 
down the hall to the left. Go through the door 
ahead and turn right. Run past the transport 
plane to the fuel tanks beyond. Climb up the 
ladder on the last tank. There’s a Tweek telepoint 
here. Use it. Jump and glide from the tank clos- 
est to the plane, landing on the wing. Jump into 
the open door and climb up to save your broth- 
er. 


Amy - Drop back down out of the plane and 
enter the VAB Building ahead. Turn right and 
head through the hallway straight ahead. 
Walk down the hallway and enter the open 
door on the left. Turn right and pass through 
the door. Switch to Chang under the ramp. 
Climb up the ramps and head back into the 
first room. A Chang baby waits on the catwalk 
to the left. 


Joey - Change into Bungalow with the tele- 
point under the ramp, then leave the room 


and turn left. Pass through the next door into 
the wind tunnel area. A baby Bungalow waits 
at the other end of the testing area. If 
Bungalow is caught in one of the wind tunnels 
when the fan turns on, he'll be swept to the 
end and crushed against the wall. 


UN 
Each fan has different timing, so observe 
them before proceeding through. 


Save the baby kangaroo waiting at the other 
end of the testing area. 


Go back through three of the wind tunnels, 
then turn left into the elevator. Ride up and 
head through the hallway into the satellite 
room. The satellite still needs to be prepped for 
loading. Run down to the bottom of the room 
and switch to Juliette in the corner. Climb up 
the ladders to the catwalk behind the satellite, 
There are claw marks on one of the supports. 


Follow them up, then to the side, and eventu- 


el all the way up and around the support 
structure to the very top. 


Abutton on a platform will fold the solar panels 
into the body of the satellite. Jump off the plat- 
form to the left fo a catwalk. Pressing the sec- 
ond button folds up the satellite dish. Carefully 
climb back down to the ground and press the 
third button in the corner to load the satellite 
into the shuttle. 

Walk from the satellite room into the control 
room. The scientist duck inside needs help 
cleaning off a lunar buggy that is supposed to 
go on the next soace mission. Take the con- 
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trols by moving up to the joystick. You can try 
driving into the decontamination unit, but it's 
not working. Looks like you'll have to find anoth- 
er way to clean off the buggy. 


Drive up to the vent in the wall and knock the 
grate in. Travel through the vent and into the 
sewer. Ride outside and across the field. For 
now you can drive right through the water. 


Ride up the rocket and into the second vent. It 
leads to the gym which, conveniently enough, 
is right next to the showers. There's a bath 
inside, but simple water won't work. Push the 
soap into the water and drive in after it to 


clean off the buggy. 


HINT 

On the way back to the control room, 
don’t let the buggy fall into the dirty water 
outside! If you do, you'll have to clean it off 
again in the shower room. Once you 
make it back to the control room, drive up 
the ramps and into the loading bay. Now 
you can press the button on the console to 
load the buggy onto the shuitle. 


Leave the buggy room and turn right. Exit the 
satellite room and press the button on the cat- 
walk in front of the shuttle. This loads the shuttle 
onto the main booster rocket. 


Go down to the ground floor and head 
through the doorway under the stairs. In the 
next room, climb the stairs up to the booster 
rocket control panel. 
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Pressing the button on the left will pick up one 
of the rockets, but the other one is facing the 
wrong direction. If you look up at the rocket, 
you'll see the now familiar "Target" logo. Shoot 
the side of the rocket to open the panel on its 
side. Blast the button inside to send the rocket 
flying forward. If will hit a ramp and come 
straight back, getting caught by the claw. The 
booster rockets are now successfully loaded. 


Climb down from the rocket control platform. 
Walk around the platform and head towards 
the open hall to the right of the door you 
entered. Open the door at the other end to 
enter the main rocket room. Press the button 
on the console on the other side of the room 
to send the shuttle and booster onto the trans- 
port. Turn left and climb all the way up the lad- 
der in the corner. Using Tweek, jump and glide 
from the top of the ladder to the center plat- 
form. From there, jump to the open hall to the 
left. At the end of the hall, ride the elevator 
down to the kitchen. 


The main computer room is beyond the closed 
door, but another one of those pesky pelicans 
will Keep you from entering. Unless, of Course, 
you can provide breakfast for the hungry sci- 
entists. There’s a toaster in the room, but the 
heating element is broken. You'll have to find 
another way to toast the bread. 


Pass through the cafeteria on your way to the 
laser research area beyond. Inside, an experi- 
mental laser is already on, blazing a bright 
white line across the room. You can’t move the 
laser itself, but you can use your wits to control 


the beam. 


First, rotate the middle steel case until it is par- 
allel to the wall and out of the way of the laser. 
Now rotate the case that the laser is hitting until 
the beam bounces to the case by the door. 
Next, slowly rotate the case by the door coun- 
terclockwise to send the beam towards the 
bathroom door. Cross to the bathroom and 
push the door all the way in until the beam is 
unobstructed. 


Enter the bathroom stall by the wall and push 
the door out from the inside, so that the beam 
bounces towards the other bathroom exit. Push 
the bathroom door out just enough to send the 
beam into the kitchen. Finally, push the kitchen 
door inside until the beam bounces into the 
toaster. Phew! The toast will pop out and land 
on the floor. Grab the toast and put it on the 
cart. Push the cart towards the door and the 
pelican will finally let you pass. 


Pascal - Once past the guard, switch to 
Juliette with the telepoint on the left. You should 
be able to hear a kitten crying, but it’s high 
above you. You're going to have to pass 
through the booster testing area before you 
can reach it. Wait around the corner from 
each booster for the flame to shut off, then 
quickly dash through. You don't have a second 


lose! Once you get past the three boosters on 
the ground floor, climb up the claw marks at 
the end of the hall. There are three more 
boosters up on this area which must be 
passed, before you can save the kitten. 


Bonnie - Carefully work your way back through 
the boosters and climb down to the ground 
floor. Head through the hallway into the com- 
puter room. You'll need this computer later, but 
you need to get the shuftle’s disk first. Climo up 
the ramp at the far end and follow the walk- 
way out to the catwalk by the shuttle. Climlb 
the stairs up to the shuttle door. Inside, take the 
unformatted floppy disk out of the disk drive. 


Return to the computer room and try to for- 
mat the disk in the computer. When you do, 
a fuse deep inside the mainframe will blow! 
You'll have to slip into the computer to fix it, 
but only one Fur Fighter can do that. 


Climb up the ramp in the opposite corner. 
Walk all the way around the catwalk to find 
a Chang telepoint. Switch to the firefox. 
Jump on top of the computer banks and 
slip into the hatch on top of the middle one. 
Work your way through the twisting corridors 
inside the computer. Near the end, you'll 
see the fuse socket on the right wall. Push 
the auxiliary fuse into place to get the giant 
technical wonder up and running. 

Work your way back out of the computer the 
same way you got in. Jump onto the ramp by 
the computers then get the formatted disk out 
of the drive. Take the disk back to the shuttle 
and put it in the drive. Head down to the front 
of the transport and push the button by the 
side. That's it! Switch to Roofus and jump into 
the transport cab to get the last baby. You can 
exit the level through the open garage doors. 


Things to keep an eye out for: 
In ihe first control tower, check behind the con- 
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sole to the right of the duck for a stash of Pet 
Yums. 


A pair of tokens waits at the end of the first wind 
tunnel. It's very risky, but if you time it right, you 
can grab them and run back before the fan 
turns back on. 


Use the lunar buggy to pick up some tokens 
behind the decontamination unit. 


Sergeant Sternhauser is waiting in the cafeteria 
for you. Complete his training regimen and 
he'll bust open a soda machine containing 
tokens, health and ammo. 


In the laser research area, look behind the top 
row of seats for some tokens. 


After rescuing the Chang baby, drop down K 
into the top of the landing pod in the next 

room. Inside you'll find tokens and the Freeze 

Gun. 


VLF FACILITY 
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Humbert - 


HINT 
You can't control the direction of the laser, 


but you can control the three metal pan- 
els. Turn the first panel to bounce the laser 
into the middle panel. Then bounce the 
laser off the middle panel to the third 
panel. 


Finally, switch to the third panel and divert the 
laser shots towards the door. Not only will the 
door open, but the case with the Roofus baby 
will open as well. 


Conchita - Head through the door you blast- 
ed and follow the catwalk to the end. Press the 
button on the console to open the fire door at 
the bottom of the laser area. Head down 
through the door into the field. Follow the 
reeds to the right to get to the swamp. Hop 
across the logs. Be careful, they turn as you 
step on them! 


At the other end of the marsh, switch to Rico 
and swim into the big red dome. Don't stop as 
you cross the logs inside! You need to dodge 
the attacks of the Snapdragons. From the last 
log, jump to the floating table and pick up the 
four-leaf clover. Tuck it away for now, if will 
~come in handy later! 


Swim back out of the dome. Dive down under 
the water and swim to the back of the sunken 
rocket. Follow the tokens through the largest 
booster into the shuttle bay. Swim up through 
the hatch to the cockpit. Walk up onto the 
slanted wall behind you, then leap to the 
shairs. Hop up the chairs until you're next to the 
window. Shoot out the cockpit glass. Leap to 
the log outside the window, then on top of the 
shuttle itself to save the baby penguin. 


Leave the swamp and follow the reeds to the 
tight to reach the second part of the facility. Walk 
up the stairs into the building and head up to the 
top of the tower. If you want to get into space, 
you're going to have to transport your completed 
shuttle to the launch pad before a squad of 
Viggo's bears can! 


They've got a direct route, so you'll have to be 
quick to beat them. Stick to the right as you 
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move forward and knock down only the build- 
ings you absolutely have to. Head around the 
island on the left side, then navigate between 
the fuel tanks to get to the pad. Beating the 
bears here opens up a gate to the end of the 
level. Don't worry, if you lose, you can always 
try again. 


Jean - Head back down to the bottom of the 
stairwell and use the Roofus telepoint at the 
bottom. Follow the hallway and take the first 
right. A scientist, who is very eager to show off 
his new anti-gravity energy, waits beyond the 
door. Something's not right here, though. Shoot 
the back of the flying machine to expose the 
fraud as an elastic band powered contrap- 
tion. 


Collect the band and pocket it. Exit the room 
through the other closed door. In the next 
area, climb up onto the closest tower, then 
jump to the second. From there, jump to the 
ledge with the puppy. 


Sophie - Beyond the Roofus puppy, drop 
down into a hallway which leads you to a 
launch pad. The thrusters fire right into this 
area, and will torch your fluffly little hide in a 
second! 


FUR FIGHTERS FYI 

Wait between each of the boosters for the 
thrust to shut off, then run quickly through to the 
next one. At the end, climb up the ladder. Exit 
the door on the other side of the room. Switch 
to Juliette and grab the baby. 
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Once you rescue the kitten, the nearby rock- 
et will begin to launch! You have forty sec- 
onds to get into the emergency slide at the 
top of the gantry or else you'll be fried upon 
takeoff! Don't waste any time. Immediately 
turn around and climb up the claw marks to 
the left. At the top, run around the thin ledge, 
then climb the claw marks on the other side. 
Ignore the bears at the top and turn left 
inside the door to reach the slide. Inside the 
safety of the bunker, take the rabbit's foot the 
scientist gives you. 

Moira - Leave the bunker through the door that 
leads you back to the room with the elastic 
band machine. Exit through the door to the 
right and return to the stairwell to get Roofus. 


ke a left in the hallway to get to a 
| room. There's a puppy locked 
ole that refuses to come out until 
ee a rocket launch. Kids can be so 
ese days! You have two minutes to 
ten buttons and launch the rocket. 


xt button you need to press is lit with a 
Ber and won't light up until the previous 
is pressed. The buttons are located in the 
following areas, with the front of the room 
~ being the one facing the rocket. 
\ 10 - top rear 
1 | 9 - top front 
8 - bottom front 
7 - bottom front 

6 - top front 

5 - top rear 

4 - top front 

3 - top rear 
2 - bottom rear 


1 - bottom front 


With the rocket launched, the baby will cheer- 
fully pop out of the console room. 


Ailsa - Leave the room through the door on the — 
left. A tram is waiting with three astronauts =—> 
inside. Switch to Bungalow and jump in. It turns 
out that they lost all their lucky charms and are 
too afraid to take off without them. Luckily, 
you've already found them. Give the four-leaf 
clover, the elastic band, and the rabbit's foot to 
the ducks and the tram will pass through sD 
gate. Jump from the tram exit onto the small 
sign, then onto the roof of the canopy to find 1a 
lost Bungalow baby. ao 


Xian - Go past the tram, switch to Chang anc 
take him into the hall on the left. The scientist 
there is trying to pump fuel into the shuttle, bul “fi 
there's a leak! You're going to have aac 

out. Te 


Once the countdown finishes, rapidly press the 
A button to pump the fuel. Don't let up, as the 
level will drop quickly. Once all the fuel is 
loaded, the lock will lower and you can reach 
the Chang baby. 


Gail - With the ship prepped for launch, the 
only thing left to do is board the ship. Go 
back up the stairs and through the hall to the 
Roofus telepoint. Bring him into the elevator 
and ride to the top. If you did the shuttle 
transport race successfully, the door will be 
open. Grab the puppy and exit the level. 


Don't overlook these bonuses: 


Turn around at the start of the level for a quick 
health boost. 


Check under the stairs in the pipe area for 
some shotgun ammo. 


search the pipe maze thoroughly to find 
tokens and a Bomb Launcher. 


After saving Zhang, squeeze through the other 
side of the pipe to get a Heavy Machine Gun. 


To get the tokens on top of the pipes at the 
start of the maze, bring Bungalow back 
there. 


From the baby in the satellite area, climb up 
the catwalk to get a Heavy Machine Gun and 
ammo. 


After exiting the laser area, you can use the 
Bear Disguise behind the tree to confuse the 
bears. 


In the swamp, run up behind the red dome to 
find a Cluster Bomber. 


Use Rico to search under the surface of the 
swamp for tokens. Be sure to check behind 
the logs. 

After the tram moves, pick up the tokens that 
were sitting under it. 
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Level 


Tokens needed: 450 
Babies: 4 
Enemies: 

Grizzly Bears 
Brown Bears 
Polar Bears 
Crocodiles 
Armadillos 
Chameleons 
Snapdragons 


FUR FIGHTERS’ FEVER 

The most important thing to note about being 
aboard the space station is that the gravity is 
incredibly low! You can jump more than twice 
as high as you could before. Use this to your 
advantage to avoid enemies and jump 
behind them. 


Follow the hallways into the spinning wheel 
room. Enter the door ahead and go to the left. 
Proceed through the halls. There's nothing you 
can do about the gyroscope meerkat for now, 
but remember that he needs coordinates. 
Keep working your way through the station's 
rooms until you reach the gun rack room. The 
meerkat there will abandon his post, but if you 
try to continue through the station, an asteroid 
shower will be detected! With the meerkat 
gone, it's up to you fo jump into the gun rack 
and blast the oncoming threat. 


HINT 

You only 
have twen- 
ty seconds 
to get into 
the gun 
rack, so 
don't hesi- 
tate. Once 


inside, 
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move the gun slowly back and forth fo fill 
the air with plasma shots. Target the large 
blue asteroids first. They split into three 
smaller ones when hit. If a single asteroid 
slips through, the station will be destroyed, 
so zap them alll! 


Oliver - After saving the station, switch to 
Roofus with the telepoint nearby. Continue 
onward through the station into the hydro- 
ponics bays. In the first bay, a Roofus baby is 
trapped on a rock, but even with low gravity, 
you can't jump up there. The giant space 
gherkin nearby might help, but if hasn't 
grown yet. Follow the walkways through the 
next two bays, and finally into the hydropon- 
ics bay control room. Press the button here 
to open the bay domes and let the sun in. 
The previously tiny space gherkin will blossom 
into one big veggie! Go back to the first bay 
and use the gherkin as a step to reach the 
baby on the rock. 


Head back through the bays. In the rain bay, 
switch to Bungalow under the walkway. Also, 
~ grab the oxygen bottle on the ground in the 
~ winter bay before moving on. Beyond the con- 
trol room, youll find a room with tall computer 
memory banks. Use Bungalow’s high jump, 
boosted by the low gravity, to get on top of the 
banks and grab the oxygen bottle. 


Beyond the memory bank room, turn left and 
enter the telescope control room. Press the 
button on the console to take control of the 
telescope. Press the fire button to zoom into 


any region that the crosshair turns red over. 
From this vantagepoint, you can see a Roofus 
baby on the runway of Cape Canardo that 
you'll need to rescue. But your real reason for 
using the telescope is to zoom into the space 
center in the lower left corner of the map. You 
can see through a skylight, onto the gyroscope 
meerkat's desk. You can even see his coordi- 
nates! When you zoom out of the map by 
pressing the telescope, a printout of the coor- 
dinates will pop out of the machine. Grab 
these. 


 . 


Exit the telescope room and head straight 


ahead into the reactor room. Unfortunately, — 


there's not enough power to open the door 
leading to the next area. Youll need to fiddle 
with the buttons on the reactor to raise ‘and 
lower the temperature until it's just right 1 


IN . 
The indicator on the reactor needs to be 
on the ninth dot from the bottom. Pressing 
each of the buttons will either raise or lower 
the temperature. If the temperature is too 
high or too low, the reactor will explode in 
8 seconds unless you fix the temperature. 

From the entrance of the room, follow the cat- 
walk around to the right. Press the button 
ahead of you and the one on the opposite 
side of the reactor. Finally, press the button to 


the left to make the temperature just right. 
Before leaving the room, climb down the lad- 
der by the exit to grab the third oxygen bottle. 


Youll find a large computer room with a lever 


on a console located a few rooms past the 
engine room. If you aren't Bungalow, press this 
lever to summon the box robot from across 
the room. Jump onto his back, then up onto 
the console. From there you can leap across 
to the fourth oxygen bottle. If you are 
Bungalow, his super high jump can just get him 
onto the console. 


As you walk through the next room, a huge 
mutant alien drops down behind you! Before 
you can fight it, though, a 31st century copy- 
right lawyer storms into the room and claims 
that the alien violates seven copyrights. The 
alien walks away, defeated. As the Fur Fighter 
tries to refute the accusation, the Fox decides 
to fight. 


31st CENTURY FOX MINI-BOSS 

This boss is a beefed up version of the Foxes 
you've been fighting all along. It wields two 
huge Pistols with deadly accuracy and has a 
load of health. Strafe and jump to avoid his 
shots as you return fire with your deadliest 
weapons. The Bomb Launcher and the Auto- 
Shotgun work well against this beast. 


Josie - Use the key the Fox dropped to open 
the door leading back to the wheel room. 
Return to the gyroscope meerkat and give him 
the coordinates you found. He'll stabilize the 
station and open the hatch to the kangaroo 
kid. 


Kylie - Head back to the wheel room and 
enter the final unexplored hatch to the left. The 
room beyond the door is depressurized, Use 
the four oxygen bottles you've collected on 
the console to the right to open the door. 


Edward - Head back to the asteroid gun- 
room and switch to Roofus. Bring him 


back to the depressurized room and enter 
the docking bay. The shuftle will carry you 
back to Cape Canardo, but you'll have to 
land it yourself! Landing the shuttle is exactly 
like landing the transport plane in the VAB 
Building, only it’s nighttime. Lower the landing 
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gear, drop your nose and swing around the 
left side of the building ahead. Touch down 
on the runway and hit the brakes. Outside the 
shuttle, a happy pup is waiting to greet you. 
If you need to go back to the space station 
for any reason, you can take the shuttle to 
the right of the exit. Otherwise, pass through 
the doors to complete the level. 


Search every inch of Meer: 

In the room beyond the asteroid gun rack, 
enter the door on the right to get some 
tokens. 


The hydroponics bays contain many scat- 
tered tokens. Search thoroughly. 


If you rush through the rooms you may miss 
tokens. Check behind you as you enter 
each new room to find tokens just inside the 
doors. 


dons a spacesuit to do battle 
husband. She’Il have to be care- 


lite, Claude will land on the lowest 
nel with her. Shoot him quickly or he'll 
fire a powered up Plasma Beamer, 
~ which can inflict heavy damage. If need 
_ be, jump over the beam to take as little 
- damage as possible. Claude can only 
be harmed when he is standing on the 
panels, so save your ammo for when he 
lands. Grab the Plasma Beamer and hit 
him fast. After zapping Claude, he's 
launch himself off the panel, causing it 
to shake and eventually explode. 
Quickly run to the center of the satellite. 
Once the panel explodes, a hatch will 


CLAUDE 


Babies Needed - 


open above you, leading to the next V/ y 
rexel alt=) — 


On the second panel, Claude will hover 
above, firing plasma orbs down at 
Juliette. Dodge the shots and jump 
when they hit the panel to avoid the 
energy ring they produce. Shoot Claude 
with the Plasma Beamer to make him 
land. He’ll try to zap Juliette again. 
Return fire and he'll take off again, send- 
ing down some more plasma orbs. 
Keep on hitting him when he lands until 
he takes off and heads for the third 
panel. 


You'll have to fight Claude on all four 
panels, using the same pattern of dodg- 
ing and firing, until he finally relents and 
agrees to sit down and work things out. 


CHAPTER FOUR (061) ‘ 


Claude, once a noble feline, is almost unrecog- 

nizable now in his giant, space-suited form. 

Wielding a deadly beam laser. Claude is intent h 
on stopping his wife, Juliette, unless she can 

knock some sense back into him. 
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While drilling in God Machine Valley, 
Viggo stumbled across a lost Dinosaur 
civilization beneath the planet's crust! 
With technology 65 million years ahead 
of anything on the surface, Viggo has 
decided to make some of Dinotopolis' 
unique treasures his own. With the help of 
Bungalow's wife, he may just succeed. 


World 
Dinotopolis 


Tokens in Hub: 10 


Level Entrances: 

Dinos Downstairs - Enter the Dinos house 
and turn left. The door is straight ahead. 
Dinos Upstairs - Inside the Dinos house, walk 
around the coffee table and approach the 
gate blocking the stairs. 

Rumpus Room - Enter the Dinos house and 
go to the right, past the coffee table. The 
basement door is up ahead. 

Saving Esmerelda - Follow the brick path 
around the flowerbed. Head through a crack in 
the wall to enter the guardian level. 


al A | in one of the end tables! You'll 
1 to be Bungalow to jump up. 


Using the Heavy Machine Gun, shoot the 
right button on the top of the lawnmower, 
then quickly shoot the left side of the striped 
lever until it is Oushed Completely to the right. 
There is a Plasma Blaster under the lawn- 
mower. 


Juan Luis - The first thing you should do is slip 
behind the couch and change to Chang 
using the telepoint. The little firefox is the only 
one that can squeeze through the crack into 
the fireplace. There is a baby inside, but you 
shouldn't even think about getting him until you 
turn off the gas. In the dining room, shoot the 
knob on the cabinet to open the door. Get 
Bungalow from inside and jump up the stairs to 
get back to the fireplace. Jump up and tum 
the knob on the side. Now you can safely nab 
the tyke. 


y 
a Z Pri? 


Gerard - Leave the fireplace and pass 
through the dining room on your way to 


the study. A poor kitten is trapped on top of 
the globe. Switch to Juliette using a telepoint 
behind a leg of the desk. Climb the inside of 
the bookcase on the right side. After pop- 
ping out of the top shelf, jump onto the 
piano keys, then to the hovering chair. 
Before you drop onto the seat of the chair, 
press both buttons on the arm, raising the 
back of the chair and the footrest. 


Call in Bungalow using the telepoint. Jump 
to the desk using the arm of the chair. The 
globe will start spinning the moment you 
jump onto it, so BE CAREFUL! The fall could 
be deadly! Run along the top of the globe 
until the Beaver Dam rolls around. Quickly 
jump onto the dam and then to the Juliette 
telepoint hovering above. When you land 
oe on the globe as Juliette, wait for the 
Dam to come by again. Jump onto it and 
quickly leap to the handle of the globe. You 
S be able to grab onto the claw marks 
; eral climb up to Gerard. 


eek - Carefully jump back to the desk, 


TWE 


then to the seat of the hovering chair. If you 
‘didn't press the buttons on the arm of the 
chair before, you'll have to switch to 
Bungalow, press them, then drop down to 
the floor and get Juliette again. If you 
pressed them already, climb up the claw 
marks on the back of the chair. From the top 
of the chair, you can leap on top of the 
piano. Jump into the Tweek telepoint there. 
Prepare to beat your little wings, because it's 
a long glide to the Tweek baby stranded in 
the flowerpot on the kitchen table. 
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HINT 

Leap and glide around the wall into the 
dining room and make a beeline for the 
pot to save the little dragon. 


Kelly - Jump off the dining room table and 
glide into the den. Don’t worry about the 
huge Dinosaur kid. He’s much too busy 
reading his comic book to pay attention to 
a tiny kangaroo like you. Although he won't 
attack you, his feet, hands, and the pages 
of his comic can still crush you! Walk around 
the kid to the flowerpot on the right of the 
bookcase. Behind it, you can switch to 
Roofus. Take the hound into the bookcase, 
where you can pass through a hole in the 
side to get into the flowerpot. 

Burrow into the dog hole and you'll emerge in 
another flowerpot on top of a shelf. A Iweek 
telepoint is up there that you should use. As 


Tweek, jump onto the remote control on the 
arm of the chair which will shut off the circuits 
inside the TV. Jump back up onto the shelf 
and glide down to the side of the television. 
Switch to Bungalow behind the TV. Now that 
the power’s turned off, you can safely go 
inside the television to save the baby! 


Wu - The next stop on your tour through the 
Dinosaur house is the kitchen. Take 
Bungalow up the steps. Jump on the pedal 
at the bottom of the fridge to open it. Hop 
inside and switch to Rico with the nearby 
telepoint. When you climb up the grate, 
you'll see a Rico baby ahead. The baby is 
trapped under a plastic container that is too 
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low to swim underneath. 


FUR FIGHTERS’ FOOTWORK 

You're going to have to raise the water level 
by turning the temperature knob on the top 
shelf. Climb onto the food to reach the high- 
er shelves. Once you defrost the fridge, drop 
back down into the bottom drawer. You can 
now swim under the floating container to 
save the penguin. 


Blue - After exiting the fridge, continue 
through the kitchen. The next baby is inside 
the dishwasher around the corner. Before 
you go inside, though, use the Bungalow 
telepoint in the corner beyond the dishwash- 
ek 


Back away from the dishwasher until you can 
see the button above the door and use the 
- pistol to shoot it. When the door opens, jump 
inside. Ride the conveyer belt down to the 


R FIGHTERS’ FOCUS 

tttention to the pattern of the dishes being 
the arms. Each dish is cleaned by 
>fore being dunked into the water 


imp scampi! The Jumbo Shrimp in 
e€ deadly if you don't deal with 
t, Standing on the ledge above the 
grenades to eliminate them before 


p 4 
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the plates as it's dunked in the water. Tread 

water until it liffs you up. At each cleaning 
station, you'll have to avoid the laser as it 
makes a few sweeps of the plate. The pat- 

terns are simple circular motions and should 

be easy to dodge. After the plates hav 

gone through all three stations, the plates wi a 
be snapped upwards twice. Each time, _ 
Bungalow will get tossed into the air. Use the 
height from the second bounce to land on 

the middle of the dishwasher and rescue the 
baby. To exit the dishwasher, switch to 
Juliette and climb back up to the conve 

belt. ~ Va 


a 
Heather - The final baby waits by the end of 
the level, but getting there is going to be a 
challenge. For starters, the exit is on the 


make it grow. 


HINT 

Look up and you'll spot a glass of water on 
the counter. Shoot it and a single drop of 
water will fall onto the dehydrated chicken. 
It'll be more than enough. The chicken will 
grow... and grow... and grow, until it practi- 
cally fills the kitchen. Now you should have 
no trouble climbing up the chicken's drum- 
stick and jumping up onto the counter. 


Switch to Tweek and hop onto the chicken, 
then glide to the toaster. First you have to 
turn the power on by pressing a switch by the 


socket. Next, run up the knife onto the butter. 
The butter is sliopery, but you can jump Up 
to the bread from it. Now jump on the toast- 
er button to lower it. Quickly get up onto the 
toaster itself. Wait patiently as the bread first 


toasts then starts to smoke. The toaster will 
pop up, launching you skyward. Land on the 
shelf and turn right. Through the hole in the 
wall you'll find tokens and a _ Rocket 
Launcher. 


When you approach the stove, watch out 
for the big Momma Dinosaur on the stove. 
Drop down beside the pot and switch to 
Roofus. Wait between each burner until the 
flames shut off, then run through and grab 
all the tokens before they start again. Climb 
up the notches in the wall at the end. Save 
the lost puppy and hop into the breadbox to 
exit. 


Treats you may have missed 
Downstairs: 

After saving Juan Luis, don't leave the fire- 
place without grabbing the tokens back in 
the chimney. 


After opening the cabinet door in the kitchen, 
get Juliette from the study. Bring her back to 
the cabinet and climb the claw marks on the 
inside of the door. Jump from the top of the 
door io the top of the cabinet. A Heavy 
Machine gun awaits! 


From the kitchen table, after rescuing 
Yweek, you can drop down to the chairs on 
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either side to get tokens and pick-ups. You 
might have to make two trips. 


Check the bookcase in the study thorough- 
ly to find tokens and ammo on both 
shelves. 


Raise the footrest on the hovering chair to 
snatch the four tokens on it. 


In the den, use Roofus to burrow up to the 
flowerpot on the shelf. Switch to Tweek and 
glide around the wall into the next hall. Land 
on the end table and go behind the phone. 
You'll find Pet Yums and the powerful Seeker 
Rockets. 

After making the chicken grow, you can use 
it to jump to the kitchen counter with the 
coffee cup on it. Retrieve the tokens and 
shotgun ammo there. 
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Marie - From the master bedroom, head 
straight forward into the bathroom. Use the 
Juliette telepoint and jump up into the show- 
er. A lost kitten is floating around a pool of 
lava on a bar of soap. Wait until the soap 
floats close to you then jump onto it and 
save the kitten. If you want fo, you can also 
shoot the yellow button on the wall of the 
shower to drain the lava. 


Zweeek - Jump out of the shower and run 
@ around to the opposite side of the bathtub. 
@ Climb the towel hanging down and jump 
onto the edge of the tub. 


careful as you run around the 
In addition to falling into the lava, 
/can get crushed under the Father 
aur's feet. 


Once you make it all the way around the tub, 
jump onto the bottles and the faucet to reach 
another hanging towel. Climb up and turn to 
_ the left. Cross the shelf to switch into Tweek at 

the telepoint. Head back over the shelf and 
onto the cabinet. Jump up the bars of soap. 
From this vantage point, you can see that the 
Father Dinosaur doesn't have much between 
the ears. In fact, you can and should jump and 
glide into his ear from the soap. Once inside, 
you'll see that Dinosaurs do indeed have pea 
brains. Give Mr. Dino a shock by touching his 
brain and he'll tear apart his newspaper. Try not 
to think about how disgusting it is, and jump out 


’. phe e 


of his nose. Glide over to the floating butler-oot 


to save the dragon. 


Glide back down to the ground and pass 
through the rest of the bathroom. When you | 


emerge into the family room, youll find your- 
self attacked by Mr. Dustee, the Happiest 
Cleaner in the World. 


MR. DUSTEE MINI-BOSS 

Mr. Dustee may be the happiest cleaner in 
the world, but he certainly isn't happy to see 
you. After closing the room's only exit, he'll 
head towards you and try to vacuum you 
up. If you get caught in his suction, you'll 
meet a clean but very untimely end. 


FUR FIGHTERS’ FIRE 


Quickly shoot him in the eyes before he gets 
the chance to vacuum you up. The Shotgun 
is best as the wide spread will make it easier 
to hit him. When he rears back, run under- 
neath him, then turn and fire at his eyes 
again when he turns around. After a few solid 
hits, you'll shut this menace down for good! 


Esteban - After defeating Dustee, you'll see 
that a baby penguin is trapped in the fish 
tank, surrounded by angry Sea Monkies. 
There's a scale model of the God of Drills 
next to the tank, but it's missing its battery. 
For now, head into the next bedroom 
through the door Mr. Dustee had closed 
before. 


Wow! The Fur Fighter's are even popular with 
Dinosaurs! If you're Bungalow or Rico, jump 
into the tank in the corner of the room. You 
can have some fun wiping out the Bears in 
the tank, but eventually you'll have to use 
the tank's treads fo climb on top of the bed. 
Use the tank to blast open the model box on 
the bed. The battery you need is inside. 


When you hop out of the tank, you'll return to 
the tank's box. Fetch Juliette from the bath- 


i g her back here. Climb the 
the bed to reach the battery. 
Igalow and bring the battery 
Sod of Drills model. Plug it into 
nd the model will drill a hole in 

fish tank. Now you can jump 


) Baht the penguin. Don't hesitate, or 
the Jumbo Shrimp will get you! 
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Ssnapdragons and only Roofus can save 
him. Burrow into the hole outside the terrari- 
um. You'll Pop up inside. You'll need fancy 
footwork to avoid the plants as you grab the 
puppy and make if back out through the 
dog hole. 


Mweek - There's only one room left to visit. 
After getting out of the terrarium, run forward 
and jump into the closet. Switch to Tweek 
inside. A hole in the wall leads to the nursery, 
where three Dinosaur eggs are just about to 
hatch. The soft, soothing melodies of the 
record player simply aren't doing anything to 
stir the baby Dinos. You'll have to change the 
tune before you can save Tweek's kin. 
Jump up onto the toy blocks and glide over 
to the record player. Jump onto the tail of the 
stuffed Chang baby and then onto the 
record player. Push the needle to play a stir- 


ring march. The baby Dinos will hatch and 
start grooving along with the new song. Use 
the blocks again to reach the racetrack toy. 
Climb up the ramp and jump onto the top of 
the nursery. 


HINT 

You now have to jump across the heads 
of the baby Dinos, but they're moving 
and making the jumps that much more 
difficult. Take your time as you jump and 
glide across. Wait on the nose of the 
third baby until the plane mobile swings 
close enough for you to leap onto. Save 
the last baby and head through the 
door on the other side of the room to 
exit. 


STIOdOLONIG 
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More Dinosaur Secrets: 

There are plenty of tokens and ammo to be 
found in the master bedroom, but you'll have 
to bring Bungalow back into the room to get 
them all. Check all nightstands for tokens and 
weapons. Jump onto the shoes by the door, 
then onto the dresser drawers. Run along the 
top of the dresser to the bed. On the other 
side, Bungalow can jump onto the clock, then 
to the headboard to collect several tokens. 


While on the nightstand, step on the remote 
button to turn on the bed's massage feature. 
Drop back down to the floor. Now you can 
slid under the front of the bed to grab the 
tokens. But beware! The bed will crush you if 
you're too slow. 


Drop down from the top of the cabinet by 
the bathtub and land on the other shelves 
for tokens. 


jump and glide far enough out of the 
Dinosaurs nose, you can land on the 
=me|| 


hovering butler-bot in the bath- 
ch the toilets. Several tokens sit 


hanging over the side. 


There are plenty of tokens waiting on top of 


the cabinets past the toilets, but it will take 
some work to get up there. Switch to 
Bungalow with the telepoint between the 
cabinets. Go behind the scale and push the 
switch to set the sensitivity of the scale to full. 
Jump onto the scale and you'll be bounced 
high enough to land onthe stool. Leaqo upto 
the counter and collect the tokens. : 
Squeeze under the bed to find tokens and a 
Freeze Gun. 4 | 


Check all around the Dino crib for tokens. — 


There are tokens tucked behind the record 
player 


Tokens Needed: 600 
Babies: 10 
Enemies: 


Brown Bears 
Polar Bears 
Crocs 
Peacocks 
Armadillos 
Chameleons 
Snapdragons 


Annalise - Push open the door leading into 
the Rumpus Room. Go straight ahead and 
switch to Bungalow using the telepoint 
behind the cabinet. Bring Bungalow to the 
other side of the pool table and jump up to 
the Juliette telepoint. Climb the claw marks 
on the inside of the bookcase. On the sec- 
ond shelf, stop off to grab a kitten. 


Kweek - Continue climbing up to the top 
shelf. Telepoint Tweek in and glide onto the 
poo! table. 


FUR FIGHTERS’ FOOLERY 

It's time to play a little five-ball. Push all the 
balls into the pockets. Once you've sunk 
them all, drop down yourself. The door lead- 
ing to the Tweek baby will open up. Grab the 
little dragon and drop out of the glass door. 


Essie - Switch back to Bungalow and leave 
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the pool room. Jump up the stairs and pass 
through the game room on your way to the 
jukebox. Walk underneath and jump up 
inside. Jump onto the ledge and up behind 
the records. Wait for the handle to drop 
down and quickly jump onto it. Ride up to 
reach a groovin' kangaroo kid. 


Dingo - Drop out of the Jukebox and climb 
the books beside it to get up onto the 
model train set. These models are almost 
big enough to ride in! However, you'll only 
be riding on top of them. Cross the train set 
to the train station in the opposite corner. 
Wait there for the red train to come by. 
Jump onto it and ride it almost all the way 
around the track until it passes by a model 
steam shovel. Jump onto the machine and 
then onto the small green subway. From 
there, it's just one more hop up fo the tree- 
covered plateau with the baby kangaroo. 

Daniel - Rescuing babies was never so 
much fun! Now you get to go inside a pin- 
ball machine! Jump into the hole in the side 

= 


of the machine near the model train station. 
Run down the passage, changing into 
Roofus along the way. When you emerge 
into the game itself, avoid the pinballs as 
you press the five orange buttons scattered 
around the machine. When all five are 
pushed, the huge Viggo head in the middle 
will Open Up and release a Puppy. 


Tin - Climb back down fo the floor after fin- 
ishing with the pinball machine. Head 
towards the bar and go between the pinball 
machine and the wall to find a Chang tele- 
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point. Past the bar, Chang can slip into a 
hole in the wall. Inside, a pair of friendly mice 
will explain that they've been forced out of 
their home by a pack of rats. If you defeat 
the rats, they'll let you have a firefox Cub. 


HINT 

The rats are basically Crocs, so take 
your Shotgun or Auto Shotgun down 
under the floor to deal with them. 
Search the passages thoroughly, some 
of the rats may be hiding. Once you 
take care of the lot of them, climb back 
out and collect your kid. 


Nweek - Leave the wall and switch to Tweek 
with the telepoint in the bar. Head down the 
stairs, into the garage. These Dinosaurs sure 
know how fo live! Even their cars hover. You're 
going to have to give Tweek some flying 
lessons to reach the baby up on the rafter. 
Fortunately, the Dinosaurs have a few of the 
jetoacks that the Fur Fighters have been 
using all along, scaled up of course. 


Hop up onto the stacks of magazines and 
then onto the arm of the jetpack. Push the 
joystick to make it start up. Be careful not to 
fall off as it carries you towards the second 
jetpack. Jump over and activate it. This one 
carries you straight up. Jump and glide to 
the rafter to save the baby dragon. 


Charlene - The next Bungalow baby is rather 
simple to get, which is probably a relief by 
now. Switch to Bungalow with the telepoint in 
the corner of the garage, then leap onto 
one of the exercise bike's pedals when it is 
low enough. Ride it to the top, then jump 
onto the seat to get the baby. 


Kenneth - As you leave the garage through 
the other open door, you'll be attacked by 
Brown Bears and Peacocks that come 
charging down the stairs. The peacocks are 
the biggest threat, so take them out first with 
whatever you have. If you don't feel like fight- 
ing, jump up the stairs quickly and leave the 
enemies behind. 


Use Bungalow to jump up onto the soap 
boxes, then to the pipes, and finally up to the 
shelf. Telepoint Roofus in, then burrow into 
the flowerpot. On the other side, take out the 
Peacocks before you even attempt to cross 
the clotheslines. Once they're eliminated, 
you can safely cross to the pup by jumping 
from bra to bra. Don't slip! You're a long way 


up. 


Allain - Cross back to the flowerbed and 
burrow into the second dog hole. This will 
take you to another flowerbed with another 
dog hole. Eventually you'll travel across alll 
the shelves you could see earlier in the level, 
but couldn't get to. Watch out for 
Chameleons and the — occasional 
Snapdragon as you travel between the flow- 
erpots. Eventually, you emerge back in the 
laundry room on the shelf with the Juliette 
telepoint. 


Switch characters and climb down the wall 
by the pipes. Shoot the orange buttons on 
both the washer and drier, then get out of 


the way as they rumble towards you. Climo 
back up to the shelf, then jump across the 
appliances to reach the kitten on the shelf. 
Make your way back to the ground and 
through the door into the room with the 
clotheslines. Shoot the knob on the gate to 
open the exit. 


Rumpus Room Rewards: 

Use Bungalow in the pool room to search alll 
the cabinets. You'll find plenty of tokens and 
a Heavy Machine Gun. It pays to explore! 


As you travel through the level, there are a 
few cardboard boxes that will open up and 
unleash Brown Bears and Polar Bears. But 
they also contain tokens. 


Collect some Shotgun ammo behind the TV 
in the game room. 


sergeant Sternhauser is waiting on the video 
game console to give you another workout. 
Follow his lead and he'll reward you with 
some tokens. 
It will take a lot of riding to get all the tokens 
~on the model train set. The hardest one is on 
the other side of the tunnel. Ride the orange 
and blue train until it reaches the tunnel. 
Then jump onto the platform and drop off 
the other side. 


There are bonuses of health and ammo 
between the jukebox and the train set, and 
~ between the pinball machine and the 
trains. Both are guarded by pairs of 
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Armadillos. They might not be worth the trou- 
ble. 

A passage halfway through the rat infested 
area under the floor contains Bombs. 


As you pass through the flowerbeds with 
Roofus, one of them is positioned above the 
couch in the game room. You can drop 
down onto the back of the couch to grab 
some tokens. You'll have to travel all the way 
back to the laundry room, but it's the only 
way to get them. 
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Bulgalow’s beloved awaits 
him in the dinosaur swimming 
pool. Unfortunately, she’s out 
for his fluff, and wields a giant 
Machine Gun. The odds are 
against this being a happy 
reunion. 
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ESMERELDA 


World - Dinotopolis 
Babies Needed - 85 


sSOd 


= ba 


Be *& «& 


7 


‘ 


tack Strategy 


In ordinary swimming pool. The 
y lounging around in red-hot 


Ja is impervious to every 
in the Fur Fighters’ arsenal, but 
mean she’s invincible. It’s 


3 


The pool float will sink after a few shots, 
but the battle is far from over. Esmerelda 
will leap to the next float as the first one 
sinks. You'll have to deflate the remain- 
ing three to totally defeat her. Each 
valve becomes harder to hit. It’s best to 
use the Revolver instead of the Heavy 
Machine Gun, since it’s the most accu- 
rate and doesn’t waste ammo. Of 
course, if you still run out of bullets, 
there’s a banana clip up on the beach 
ball. Keep out of Esmerelda’s fire as 
much as you can, using Bungalow’s 
jumping ability to evade her shots. 
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The Fur Fighters have reduced Viggo's 
forces to a mere handful of bears, not 
nearly enough for the General to com- 
plete his goals. Hatching a plan to bring 
back an army of the undead from the 
Bad Place, Viggo intends to sacrifice 
Roofus' wife and one of their pups. This 
time the cat's gone too far. 


World 
Antat Tatatanat 


Tokens in Hub: 10 


Level Entrances: 
Jungle of Despair - Walk up to the 
blocked crevice on the far side of the 
beach to enter the jungle. 


The Bad Place - Follow the path past the 
temple and climb onto the altar to enter 
hell. 

te 

Saving Winnie and Mai - To the left of the 
Bad Place altar, there is a crack in the 
wall that leads to the boss area. 


Things to do: 
Sergeant Sternhauser waits in a temple 
across from the Temple of Gloom 
entrance. Follow his examples to receive 
some ammo. 


Howard - Follow the beach until you find 
a cave on the right with a Roofus tele- 
point inside. Switch to the hound, then 
turn right out of the cave onto the next 
beach. 


FUR FIGHTERS’ FACTS 

The current at this beach is too strong to 
swim against, so you'll have to use the dig 
hole to reach the island. The island is 
home to an old Polar Bear who was fight- 
ing here during a war long since over. He 
doesn't want to fight, but he won't give 
up the puppy he is guarding unless 
Roofus can find a way for him to get 
home. There's a raft nearby, but it's miss- 
ing several key components, namely a 
sail and a rudder. 


[ You Furfighter, M 
not want to fig 
Little Fue Fighter 


recognize you. Me 4 


Puppy tott KE war is KS 


Get Juliette out of the nearby telepoint. 
Use her to climb the tallest palm tree on 


the island. Jump off the tree and land on 
the leaves of the tree next to it. Carefully 
jump up to the next tree, then jump to 
the tree with a Rico telepoint on it. Switch 
to the penguin, then jump to the top of 
the tallest tree to get the sail. Jump back 
down to the island. 


Swim off the shore towards the rock out- 
cropping. There is an underwater pas- 
sage that Rico can swim through. It leads 
to a large cave filled with ammo, health 
and the rudder! Take both objects back 
to the island and fix the raft. The Polar 
Bear will return home and you'll be free 
To rescue the baby. 


Ricardo - Swim back to the main beach 
and turn left. Head into the caves and 
ignore the right turn for now. Keep fol- 
lowing the passage until it opens into a 
cave with a whirlpool in it. Drop down to 
the ledge on the right, then to the ledge 
on the left to get Bungalow. If you can, 
take out the Shrimp with grenades. 


he cavern until you reach the 
telepoint. Switch and dive down 
into the center of the whirlpool. Swim 
under the surface, through an underwa- 
’ ter passage and up into a cave contain- 
ing a very happy baby penguin. 

+ 


é ed to swim against the current to 
get to the Bungalow ledge. Grab onto 
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the ledge and climb up. Switch back to 
the kangaroo and hop all the way up to 
the Rico telepoint again. Don't switch 
this time. Instead, drop down to the 
ledge with the cavern exit on it. 


Pippa - Head back through the passage 
and turn down the unexplored path. 
Turn right after exiting and enter the jun- 
gle village. The beetle witch doctor has 
a Chang baby trapped above a pot of 
steaming brew! Fortunately, he'll free the 
child if you bring him a fragrant flower 
and an ancient skull. Time for a scav- 
enger hunt. 


FUR FIGHTERS FOOTSTEPS 

First, the flower. Go back down the ramp 
and head towards the bridge to the 
right. Make a right before crossing the 
bridge and follow the path. There are 
several wild elephants prancing in the 
area, but one of them looks unusual. — 
Maybe it's the wheels. It's an elephant 
tank! Hop inside and you'll be safe from 
bear attacks. Take it back through the 
village and towards the first cave. Go 
past that cave to another around the © 
bend. Enter the cave and take the right 
exit. Ride the tank right up to the burial 
ground gates and ram them down. The 
flower is in the back of the burial ground. 


Next, you need a skull. Take the tank 
back to the cave and hop out. This time, 
go down the other path, which leads out 
onto a beach. Watch out for Shrimp as 
you make the long swim out to the 
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island! Enter the hallway to the left, fol- 
lowing it to the temple clearing. Grab 
Bungalow out of the telepoint in the left 
of the clearing and take him into the 
temple. It may look like there's no way 
inside, but if you walk over the dark floor, 
it will collapse, revealing a staircase. 
Follow the walkways to the center altar, 
then go up the stairs behind it and turn 
left to find a Bungalow baby. 


Marie-Laure - You still need the skull in this 
temple to save the Chang baby. From the 
Bungalow baby, turn around and head 
back towards the stairs. Jump onto one of 
the platforms beside it, then onto the top 
of the altar. Jump up the sides of the roof 
and grab the bear skull at the peak. 


flower and skull all the way 
witch doctor. Give them to 
e'll ask you to retrieve an Um- 
ome people are never satisfied! 
ately, there are three beetles in 
jungle, and the last one you find is 
ys the one he needs. 


The first beetle is in the pit under the 
bridge. As you cross the bridge by the vil- 

lage, it will snap and send you plummet- 

ing into a pit with some tribal foxes. 
Eliminate the foxes and pick up the bee- 

tle behind the tree. Change into Juliette 

and take the beetle through the passag aa 
leading to the village and give it to the 

witch doctor. 


The second beetle is in a tree Mh 
beyond the village. Follow the jungle 

paths out into a clearing containing « 

huge tree. A tribe built houses a 
tree, connected by a unique elevator s f 
tem. If you shoot the nearby Be onan | 

will raise or lower the lift, ele yeimtel aie 
where you shoot it. Get in the elevatc 
and shoot the elephant in the face. It wil 
carry you to the top level. From there, 
work your way down, The mide nt con col 
tains the second beetle, and the ene 
one contains a lost kitten. — en 


On 


Ling - You've rescued two babies along 
the way to rescuing the Chang baby 
and there's still one beetle to go! Bring 
the beetle from the treehouse back to 
the village. Now head all the way back 
to the first beach near the start of the 
level. Swim out to the island, where a 
group of beetles are worshipping a huge 
bomb. And it’s armed! 


Look at the back of the book lying on the 
rock by the bomb. The colors on the 
cover, read from left to right, are the order 
in which you need to shoot the wires to 
defuse the bomb. Walk up to the back of 
the bomb, then shoot the wires in the fol- 
lowing order: Yellow, Blue, Green, Red. 
With the bomb safely defused, get the 
beetle inside. Return to the village and 
give it to the witch doctor. He'll move 
aside, allowing you to rescue the cub. 


Bernadette - Now that you've finally res- 
cued the poor Chang baby, go back to 
the pit where the bridge collapsed. Using 


Juliette, you can climb up the fallen 
bridge. Carefully cross the branch span- 
ning the chasm. The branch will sway as 
you cross it, so don't hesitate! On the 
other side, turn right and follow the jun- 
gle path. Jump across the pits and res- 
cue the kitten on the other side. With all 
the babies rescued, the exit is back over 
the pits and to the right. 


secrets of the Jungle: 

Jump from the witch doctor's platform 
onto the roofs of the village huts to grab 
the tokens on them. Don’t forget to look 
inside! 


Swim behind the temple island to find a 
few tokens in the water. 


Before entering the temple on the island, 
jump out onto the walls on either side to 
grab a few tokens. 


Inside the island temple, head to the 
altar. Climb the stairs behind it, then turn 
right. Follow the walkway around the 
side of the temple until you can't go any 
farther. Jump up onto the ledge and fol- 
low it around the wall of the temple, col- 
lecting tokens along the way. 


Make sure you thoroughly check all 
three treehouses for any loose tokens. 


Tokens Needed: 700 
Babies: 5 
Enemies: 

Grizzly Bears 
Brown Bears 
Polar Bears 
Crocodiles 
Peacocks 
Armadillos 
Chameleons 
Snapdragons 


Emma - Jump up onto the ledge located 
to the right of the entrance. The first area 
contains six large bear statues. The sec- 
ond statue on the right has a slot 
machine in it. Shoot or jump onto the 
extended arm to spin the slots. 

: 4 ii 


There are four possible outcomes. Three 
bear heads sends out a squad of Brown 
Bears. Three bombs makes the statues 
open their mouths and dump out 
bombs. Three Juliette heads will give you 
a picture of Juliette in a bathing suit, 
which serves no real purpose. Three 
baby dogs will make the statue release 
the puppy it holds captive. 


Sonny - Follow the hallway past the bear 
statues to reach a room with a hanging 
bear statue. For the moment, pass by the 
statue and go into the next area. Turn to 
the right and climb up the back of the 
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water tower. Shoot the lever by the cart 
to send it down the tracks. Watch the 
tracks for its return. As the cart emerges 
from the tunnel, jump up and press the 
lever on the waterspout to fill the cart. 
Send it back the way it came by pressing 
the lever by it. When it reaches where it 
started, send it back, now filled with 
water. The cart will break a hole in the 
boarded up wall. 


Switch to Bungalow with the telepoint 

past the hole. Go back to the room with 

the hanging bear. Shoot off the statue's 

Bright hand, left arm and left foot. Press the 

button on the pillar to lower the statue. 

low you can reach the Bungalow baby 
mping on the water level indicator. 


Go back to the hole you 
ed in the wall with the cart and fol- 
v the hallways to a room with huge 

> Of boiling metal. For now, head 
ough the hallway on the other side of 
Ee room into the next area. Jump onto 
the podiums to collect the silver mold. 
Go back to the room with the boiling 
~ metals and place the mold in front of the 
left-hand pot. Push the lever beside it to 
fill the mold and create a silver key. Go 
back through the room where you found 
the mold. At the end of the next hallway, 
jump up onto the steps of the temple 
and jump to the ledge on the left to 
reach the Bungalow baby. 


Ernesto - Behind Sheila, switch to Rico 
with the telepoint Go down the steps 


and through the level, back to the hang- 
ing bear submerged in the pool of water. 
Jump in and swim up to the bear's nose. 
Climb out and rescue the chick. 


Joyee - Open the silver door with the sil- 


ver key. Go through the hallway into the 
maze area. Refer to the screen shot 

showing the map of the maze to find < 
your way through. First, enter the maze P 


from the bottom and work your way \ 
around to the exit on the left side. This 
takes you to the map room. There are 
four buttons around the map that will = 
open the four doors in the maze. +P 


Step on the button that opens the exit on 
the right side of the maze. You don’t 
have much time to get fo the door 
before it closes, so hurry! Inside, you'll find 
a gold mold. Take it to the boiling metal 
area and make a gold key. 


Return to the maze’s map room. This 
time, you need to press two buttons, 
those corresponding to the top maze exit 
and the door in the maze on the left- 


hand side. As you hurry to the top exit, 
stop off in the small room you opened 
and grab the idol. After exiting the maze 
through the top door, use the gold key 
on the lock ahead. Press the button next 
to the lock to open the gold door. 


As you jump onto the platform inside the 
next room, the ceiling will begin to lower! 
Quickly drop off the side of the platform 
and change into Chang with the tele- 
point in the pit. Press the button in the 
small hallway and wait for the ceiling to 
completely raise again. As you climb out 
of the pit, the ceiling starts to lower 
again! Hurry across the platform and 
jump into the open door. 


Walk up the ramps to the door overlook- 
ing the lowered ceiling. Shoot the button 
across the gap to make the ceiling start 
to rise again. Quickly drop down and run 
towards the door on the left as the ceil- 
ing lifts. You'll take some damage, but 
there are Pet Yums in the next room. 
Chang is small enough to walk right 
-under the gun traps in the walls, so don’t 
worry about them. Walk up to the sand- 
bag on the pedestal to replace it with 
the idol you got in the maze. 


Leave the idol room and go back into 
he door on the right to get above the 
ng again. Now that the idol is 
ined, the exit door will be opened. 


‘ sd You can drop down from the ledge and 


leave the temple. Return to the begin- 
ning of the maze and save the Chang 
kid on top of the archway. 


Now that you have all the babies, you 
can try to stop the ceremony Viggo is 
holding. He is trying to open a gateway 
to the Bad Place, using Winnie and one 
of Roofus’ babies.! Before you go any- 
where though, switch to Roofus with the 
telepoint in the maze by the right side 
exit. Bring Roofus back out of the temple 
to the area with the crumbled bridge. 
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Jump up onto the bridge and head 
through the hallway. The door can only 
be opened by pressing the panel on the 
floor, but will close if you step off it. If you 
have the sandbag, you can use if to 
weigh down the panel. 


Pass through the large doors into a foggy 
section of the forest. Strong winds here 
will blow you to the side, but you can 
fight against them to make it to the tem- 
ple. The huge front gates are shut tight, 
but there is another way in. Proceed past 
the main doors and around a broken pil- 
lar. There’s a dog hole on the other side 
that you can burrow through. 


When you emerge, walk around the tree 
and run up the broken pillar. Jump from 
the pillar to the top of the door. Cross to 
the pillars on the other side and jump up to 
the roof. You can slip through a crack in 
the dome on the roof to enter the temple. 


It’s too late! As you enter the temple, 
you'll see your poor wife, already mutat- 
ed into a horrific beast, forced through a 
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portal. Climb down a ladder on the other 
side of the walkway. Your puppy is 
nowhere to be found, leaving you no 
choice but to follow Winnie through the 
portal. 


Secrets of the Temple of Gloom: 

Before entering the slot machine room, 
follow the ledge around to find a 
Meerkat Multiple in an alcove. 


Swim under the water below the hanging 
bear statue to retrieve some tokens. 


Swim through the wall under the hanging 
bear statue and you'll find some ammo. 


If you're brave enough, walk on the cart 
tracks beyond the water tower fo grab 
some pick-ups. 


Check the steps of the temple entrance 
for tokens. 


Search every corner of the maze for 
tokens. 


When you raise the ceiling from above 
the temple room, you can cross the ceil- 
and pick up a final mold. Use this on 
third pot of boiling metal to make a 
nner. Stick the spanner in the gears by 
> collapsing stairs to the left of the level 
entrance to make a shortcut. 


~ Outside the final temple, there are a few 
tokens atop some of the pillars. Jump 
from the roof to reach them. 


Don’t miss the two tokens inside the door 
of the final temple. 


There's only one baby left to rescue from 
Viggo's vile clutches, but it's in the most 
dangerous level of all, the Bad Place! 
Swarming with skeleton bears, you'll 
need to use all six Fur Fighters to save the © 
single puppy. For starters, be careful not 
to fall off the narrow walkways while 
avoiding the Bears. You don't want to 
become a permanent resident here. 
Take a left at the first fork in the path. 
You'll find a beaver demon in a clearing 
that is supposed to be tormenting a 
damned soul. Unfortunately, he's being 
harassed by four imps that keep pound- 
ing nails into his head. Leave him be for 
the moment and head back the way 
you came, taking the unexplored path 
this time. 


How am X expected to concentrate on 
tormenting (hie bear with theae imps 
hammering oaile into my head! 


In the next clearing, there are several pil- 
lars, behind which skeleton bears are hid- 
ing. Don't get taken by surprise. After 
dealing with the bears, jump onto the lip 
of the nearby cauldron and shoot the 
oily black liquid inside. It will burst into 


flames and one of the four imps will be 
drawn to the fire. 


Turn around and take the right exit out of 
the clearing. In the next area, giant skulls 
chomp repeatedly into the ground and 
into any unfortunate Fur Fighters in their 
way. Each skull has a pattern of quick 
and slow bites. Wait for a pause to dash 
inside. Another torch waits past the sec- 
ond skull. 


Head back to the first torch and take the 
path to your right. Head along the nar- 
row ledge to the next fork. Turn down the 
fight path and light the third torch, which 
is protected by bears. The other path 
leads fo a large door that you can't 
et. To the left of the door is the 
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torture rooms for the evil bears, as well as 
one for each of the Fur Fighters. 
Fortunately, you'll only be visiting. 


Tweek's Bad Place 

The first door you can open is little 
Tweek's. Head straight down the corridor 
to the end. Turn right. Tweek's door is on 
the left, and has his face on it. Once 
inside, you'll find yourself transformed 
into Tweek, but he's not born yet. The lit- 
tle dragon is trapped inside a huge egg, 
with only his arms and legs sticking out. 
At the end of the corridor, a huge pile of 
gold waits for Tweek, which he must 
reach the top of to escape his Bad 
Place. Don't worry about fighting the 
Armadillos. 


Run across the bridge and jump onto the 
slab of hovering stone to your right. You 
can easily jump to the next two slabs, but 
you'll have to glide to reach the next — 
one. This ledge will rock as you stand on 
it, so be careful as you jump to the next 
two. You'll have to make another long 
glide after the sixth slab. Stand on one 
side of it to tilt it, then run up and jump to — 
get more height. The seventh slab will 
repeatedly bounce Tweek into the air. 
Use one of the bounces to reach the 
eighth slab, which bounces you to the 
ninth. The ninth slab also bounces, but 
the gap to-the tenth is foo long to 
bounce across. You'll have to bounce 
and then glide over. This is a tough jump 
and might take a few tries to accom- 
plish. The rest of the slabs are stable. 
Jump and glide from the final slab to 
reach the nest atop the gold and exit 
Tweek's Bad Place. 


Bungalow's Bad Place 

Turn leff when you exit Tweek's Bad 
Place. Head down the corridor and 
around the corner. Bungalow's door is 
halfway down the hall on the left. 
Bungalow's Bad Place is a series of mud- 
filled pits. You'll encounter plenty of ene- 
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mies, but you'll also find all one hundred 
of the level's tokens here. If you follow the 
trails of tokens without slowing down, you 
shouldn't have much of a problem with 
the Crocs in this Bad Place, but you 
should dispose of the bears when you 
see them. Once you collect all the 
tokens, head for the door on one of the 
plateaus. 


/ Chang's Bad Place 
| Make a right out of Bungalow's door, 
_ heading down the hallway. Turn left at 
- corner and follow the corridor until 
're forced to turn left. Chang's Bad 
is halfway down the hall on the left 
/nen you enter Chang's door, you'll 
> into a completely white room. 
1 Place isn't that simple, though, 
here are invisible walls and the 
the upper level. 


Make the following turns to reach the 
exit, walking after each turn until you 
can‘t go any further. First turn left imme- 
diately and walk forward. Then turn right, 
right, left, left, left, right, right up an invisi- 


ble ramp, right, right, right, left, left, left 
and straight ahead to the exit. 


Rico’s Bad Place 

Turn left after leaving Chang’s Bad Place, 
Rico’s door is right around the oo 
the left side of the corridor. Rico’s B 

Place is worse than it seems, as Ric 
enters completely naked! As embarrass- 
ing as that is, it isn’t the least of your wor- 


ries. A huge tank and an army of police 


Bears stand between you and the exit. 
You can’t get past the police blockade, 
but you can use the tank to break open 
the fence on the left which is blocking off 
an alley. Stand in front of the fence and 
wait for the tank to fire. Move out of the 
way and the shot will break down the 
wall. Follow the alley behind the buildings 
and out into the street. Another tank 
waits for Rico. Use its shots to break down 
another fence. Follow the second alley 
around the tank and to the exit. 


Juliette’s Bad Place 
Turn left out of Rico’s door and follow the 
hallway down to the junction. Turn left 


= 


= 


vy 
7, 


and enter Juliette’s Bad Place on the 
right side of the hall. Inside, Juliette 
appears in a lovely evening gown, but 
her dinner guests are anything but friend- 
ly! They may look like her fellow Fur 
Fighters, but they are simply Foxes wear- 
ing masks. Five of them may seem 
daunting, so use the Cluster Launcher to 
take them out quickly. Once the impos- 
tors are vanquished, a door will rise from 
the floor behind the table. 


Roofus’ Bad Place 

The final door is Roofus’, and is across the 
hallway from Juliette’s Bad Place. Roofus 
emerges into a war torn city, dressed in 
his army uniform. Tanks patrol the streets 
and evil Polar Bears wait around every 


a 
Py, 


the hallway down to the first 


act the dynamite lying on 
back up to the second floor 


mas ing 
< Take the »., way around the city and 
» 
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reenter the building you started in. Get 
out on the roof and jump from the corner 
onto the back of the tank. Climb up to 
the top of the tank and plant the rest of 
the dynamite in the hatch. Climb off the 
tank and it will explode behind you. 


y 


After the first tank is destroyed, a second 
one will burst through a wall. Follow the 
street around the city, searching each 
building until you find another bundle of 
dynamite. Head over to the wall that the 
second tank burst through, and wait 
behind it. The tank will pass by without 
noticing you. Quickly catch up and jump 
into the hatch on the back to plant the 
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MAGKCG KE WELL NEED THE 
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dynamite. Hop out and watch the tank | 
go up in smoke. 


With both tanks gone, a final doorway 
will appear on the second bridge. Pass 
through it to enter a temple room. The 
final baby of the game waits on top of 
the altar! Save him and leave the Bad 
Place through the door. 


NVLVIVL 


Vie 


Something to do in the Bad Place, 
besides suffer: 

You can find a Flame Gun and Cluster 
Bomber out on floating platforms along 
the walkways. Ride the smaller floating 
platforms out to get them. 


at 


4 
y 


Z 


CHAPTER FOUR 


WINNIE AND MAI 


World - City of Doom 
Babies Needed - 90 


The final area of the ancient civilization 
holds a double threat, two mutated 
wives! Winnie and Mai, wives to Roofus 
and Chang, patrol the vast, crumbling 
temple. Roofus and Chang will have to 
use their unique abilities to save both of 
their loved ones. 


Attack Strategy 


You start the level inside the temple’s 
foyer, but the doors are closed. Pick up 
the weapons and switch to Roofus. Use 
him to burrow into the main chamber. 
Although she’s hard to see, Mai is hanging 
from Winnie’s neck, so you'll have to deal 
with the patrolling dog before dealing 
with the firefox. Winnie paces around the 
main chamber, and can easily crush you 
with a single stomp if you're not careful. 
Snatch up the thermal and bullet ammo, 
you'll need them. When Winnie gets 
close, press up against the tree or the wall 
and let her walk by. Take out the Sub 
Machine Gun and shoot her in the neck, 
then hang back against the wall again as 
she turns and makes another pass. 

After a few shots, Winnie will be stunned 


and Mai will droop down to attack. Her 
laser shots are deadly and fast. Don’t let 
her get you in her sights! Nothing in your 
arsenal can hurt Mai, yet. Use one of the 
dog holes to burrow into the tree. There is 
a pool of water here, which is the secret 
to beating Mai. Lure the firefox into the 
pool of water, then quickly hit her with 
the Freeze Gun. Mai will only become 
frozen if she’s standing in the water when 
hit. Now that she’s frozen, you can hit her 
with the Heavy Machine Gun and actu- 
ally cause damage. Try to switch back to 
the Freeze Gun to hit her again. Repeat 
this process until Mai climbs back onto 
Winnie. 


You could burrow back outside the tree 
with Roofus, but there’s a chance you 
could pop up right under Winnie's feet. 
Instead, switch to Chang and slip out 
under the trunk. Shoot Winnie in the rear 
again a few times and Mai will drop back 
down. After a second bout with the firefox, 
all that is left is to finish Winnie off with a few 
carefully placed shots. 
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Viggo is getting desperate. With his plans 
crumbling around him, he's launching a 
last ditch attack on the Fur Fighters 
Village! It's up to Roofus and his com- 
rades to sneak aboard Viggo's carrier 
and sabotage his plans. Then it's on to his 
Secret Island base and the final con- 
frontation! 


World 
Viggo-A-Gogo 


Tokens in hub: 10 


Level Entrances: 

Viggo-A-Gogo - You must beat each 
level before proceeding to the next. 
H.M.S. Viggolina - Upon entering the hub, 
swim straight ahead between the two 
rocks, towards the carrier. 

V-100 - After crippling Viggo's air force, 
the sub will surface off to the side of the 
| ur Fighters ship. 

_ Secret Island - Viggo's base of operations 
will appear behind the Fur Fighters’ ship 


final mission, so don't go in 
The Fur Fighters’ ship carries 
weapons and ammo to fend of 
army of angry bears. 


= 


= 


There are weapons and tokens in this 
ship's storage hold. Switch to Rico and 
swim through the door on the deck, 
down into the hold. 


There are no babies to rescue on veces 
carrier, but don't think that means you 
have it easy. Instead, there are 25 je 

fighters and bombers that must be 
destroyed before they can attack your 
village! Pure firepower won't do it alone. 
You're going to have to be creative to 
take them all out. 


FUR FIGHTERS’ FEATS 

You start off deep in the belly of the carri- 
er. There is a door to the armory, but it 
won't open from this side. Instead, exit 
through the door on the other side of the 
room. In the middle of the room is the 
control console for the carrier's atomic 
reactor. Jump onto the lowest power rod, 
and then jump to the small ledge. 
Continue up around the control console 


until you reach the orange button on one 
of the ledges. Press the button to set the 
reactor to overload. Don't worry. It's not 
going to happen until you're off the ship. 


Now the door to the next area is open. 
Proceed through the door into the next 
room. You will have to jump across pipes 
to reach the ladder on the other side of 
the room. The peacocks on the ledge 
will bombard you with rockets if you try to 
hurry across. Instead, lure them down to 
the floor and take them out before mak- 
ing the jumps. 


Aircraft: 3 - At the top of the ladder, follow 
the hallway up the ramp and turn left. 
Enter the door at the end of the hallway 
to find your first three targets. There's a 
missile launcher in the room, but it's point- 
ed in the wrong direction. Fortunately, the 
missiles are heat seeking. Press one of the 
three buttons to turn on a fighter's engine. 
Now walk up on the catwalk and press 
the button on the console to launch a 
missile. It will curve and home in on the 
fighter, destroying it. Repeat the process 
with the other two jets. 


Aircraft: 1 - Exit the missile room through 
the door on the floor that leads to the 
outside. One of Viggo's Harrier jets will 
rise up to battle you. When the jet fires, 
run and jump over the spray of bullets! 
Target the cockpit and fire with an accu- 
rate weapon. The Revolver works surpris- 
ingly well here. Once the cockpit opens, 
shoot the bear inside. Keep dodging fire 
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and shooting the cockpit until the jet 
crashes and burns. 


Aircraft: 2 - Return to the missile room. 
Switch to Bungalow before exiting 
through the second door on the cat- 
walk. Follow the hallway into a room with 
two fighters and a helicopter. Jump onto 
the cart by the chopper and into the 
cockpit. Press the button. The chopper 
will lift off and move backwards, cutting 
the fighters cleanly in two. 


Aircraft: 6 - Leave the helicopter room 
through a door below the catwalk. The 
next room appears empty, but there is a 
steel door leading to a hangar on one 
side. There's no way to open the door, 
but you can use the hanging engine to 
get through it. Walk up onto the catwalk 
and press the button to move the engine 
across the room. Go back down to the 
floor and press the button on the console 
to turn it on. The thrust will melt right 
through the door, and some convenient- 
ly spilled fuel on the other side will help to 
send six fighters to the carrier in the sky. 


Aircraft: 1 - Now that you've burned 
through the door, turn off the engine and 
move it back to where it first was. Press 
the button again to send it back, but this 
time jump onto it and ride it to the hole. 
Jump through into the burning inferno of 
the hangar. Despite the flames filling the 
room, you can make it safely across by 
jumping from the ramp on the side of the 
room to the wings and backs of the jets. 
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On the other side, press the button to turn 
on the sprinklers, allowing you to grab the 
rest of the tokens. 


A door in the room leads outside to 
another Harrier attack. It's the same as 
the first one, so shoot the cockpit to take 
it down. Head back through the hangar 
and take out the other door of the 
engine room. Follow the hallway to a 
control room. Press the button on the 
console to turn on the spinning radar 
atop the ship. You'll need them later. 


Aircraft: 3 - The next room contains three 
bombers waiting to be loaded. Gee, it 
would sure be a shame if some of those 
bombs slipped. Take the ramps up into 
the control room and press the buttons to 
drop the bombs onto the planes. 


Aircraft: 4 - Leave the bomber room and 
follow the hallway. Turn right at the junction 
and take the ladder up onto the carrier's 
flight deck. Someone carelessly leff the 
keys in a jet on the runway. Climb inside 
and get ready for some Top Fluff action! 


FUR FIGHTERS’ FACTS 

There are three jets patrolling around the 
carrier for you to shoot down. They fly set 
paths, so drop down behind one of them 
and start shooting. Look out for return fire! 
After you blast all three, head in for a 
landing. Come in low and slowly drop 
your soeed. Make sure you've stopped 
before you go sailing off the other end! 
After landing, the plane you were using 


will be sent flying off the carrier without a 
pilot, eliminating it. 


After exiting the fighter, climb up the lad- 
der to the walkway around the control 
tower, then head up the ladder on the 
other side of the control room. Two more 
ladders on the top catwalk take you up to 
the radar array. Carefully jump from radar 
to radar. The key to the ship's stateroom is 
sitting on one of the radars. After grabbing 
it, climb back down to the deck. Go back 
inside the carrier through the hatch on the 
deck. Head around the corner and into 
an alcove along the hallway. 


There are two pipes there. Take the left 
one down into the armory. Four missiles 
are held here, waiting to be launched. 
Press the button on the wall with the pic- 
ture of the fighter jet. The other three can 
be launched as well for humorous cut 
scenes, but they don't need to be fired. 
The door from the armory to the level 
start is now open. Head back through 
the reactor room to the ladder leading to 
the next floor. At the top, go around the 
hole you came out of into a small door. 
Turn left at the junction and use the state- 
room key to open the door. Viggo isn't 
inside, but the codes to deactivate the 
friendly fire locks are! 


Aircraft: 1 - Leave the stateroom and turn 
right. Outside the ship, yet another fighter 
will challenge you. Take this one out, 
same as the others. 


Aircraft: 1 - Head back to the ladder 
leading down to the armory. Instead of 
climbing down, jump to the pipe sticking 
out of the wall. Taking this shortcut will 
bring you near the anti-aircraft missile 
room. Head down the right hallway and 
press the button located in the room at 
the end. This will launch whatever missile 
you loaded in the armory. If you didn't 
load the anti-aircraft missile, return to the 
armory, press the right button, then 
launch again. 


Aicraft: 3 - Now that you have the friend- 
ly fire codes, return to the control tower 
-on the deck of the ship. Climb up to the 
control room and deactivate the friendly 
fire locks at the central console. Go back 
down the ladder, into the ship. Head 
around the corner and take the right 
pipe. Jump out onto the ladder and 
climb up. This time, turn right after running 
up the ramp. Jump into the gunner seat 
in the next room and shoot down the final 
three planes to complete this mission! 


— 


s Secret Treasures: 


>) 
Switch to Rico in the first room and dive 
into the water. You can swim down and 
through an underwater passage to the 
armory. The water moves quickly here, 
and you may get swept past the tokens. 
Make another trip if you miss a few. 


In the reactor control room, after you 
press the button, climb the ladder to the 
top of the console to find a Rocket 
Launcher. 
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Only Tweek or Bungalow can get all the 
tokens in the reactor room. Leap off the 
catwalk on top of the Computer con- 
soles, and then work your way around 
the sides of the room. 


There are tokens below, as well as 
above, the pipes after the reactor room. 
Search thoroughly! 


In the heat-seeking missile room, jump 
across the wings of the fighters from the 
catwalk to reach the single token on the 
other side. Then drop behind the missile 
shield to grab some ammo. 


Search the flight deck thoroughly for 
scattered tokens. Follow the walkway 
around the control tower to grab a few 
more. 


Search the armory shelves for tokens and 
weapons. 
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Even with Viggo's carrier disabled, his 
stealth submarine is still a menace to the 
Fur Fighters’ village. It's up to Roofus and 
his comrades to cripple the sub. 


FUR FIGHTERS FLASH 
You have to approach the sub from the 
water by swimming onto one of the fins. 
The moment you climb up, though, the 
Gatling Guns on the side of the sub will 
activate. Run and jump to dodge the 
shots, then quickly climb up the ladder. 
Wait for the guns to fire again before you 
climb the second ladder. If you're on a 
_ ladder when the guns fire, you won't be 
able to dodge the shots. Once you 
ch the top of the ladders, the sub will 
dive. Don't waste time! Run to the 
id then climb up the ladder to get 
e airlock and jump inside. 


Pass through the briefing room and the 
locker room until you emerge in the 
docking area. Viggo's carrier is stored 
here. This is one big sub! Turn right and fol- 


low the walkway to the first door on your 
right. Follow the hallway down to the first 
torpedo bay. Defeat the Crocs. 


A beaver worker will emerge from one of 
the torpedo tubes. He was going to 
launch himself, but now you can be 
launched instead! Run into the tube and 
you'll be shot out under the sub. 


HINT 
The current here is strong, so try to stay 


towards the bottom of the sub. Aim your- 
self at the pillar of light ahead. Avoidthe ~~ 
fins as you stay towards the middle. | 


When the light gets closer, swim into it 
and you'll be caught on an airlock door. © 
Swim up to enter the sub. 


Drop through the other hatch into the room 
and climb out of the water. Walk around 
the catwalk and collect the first mate's key 
at the end. You'll need it later. After collect- 
ing the key, the door will open. 


Climb the staircases in the next room and 
you'll enter the steering room. As you try 
to exit through the other door, the sub will 
be bombarded by depth charges! With 
no bears to steer the sub, it's up to you to 
get it to the safety of a nearby cave. 
Walk up to the steering console to take 
the helm. Watch out ahead for the 
depth charges and steer between them. 
Slow down if they get too close. 


When you make it to the cave, the auto- 
pilot will take over again and you can 


continue through the sub. Head down 
into the kitchen and turn right. There's a 
dumbwaiter in the corner. Press the but- 
ton beside it and quickly jump into the 
dumbwaiter. It will carry you up to the 
cafeteria. Cross the cafeteria to the door 
straight ahead. 


| 
; 
} 


PROXMEMITY ALERT SYSTEM 
Xf alarm sounds please man the 


nearest alert atation 


Beyond the cafeteria you'll find the aux- 
iliary steering room. Once again, an 
emergency strikes the sub before you 
can leave the room. The caves have 
gotten much tighter and you'll have to 
manually steer the sub through the tun- 
nel. The sub's sonar system will display a 
list of button Commands. Quickly input 
the commands and the sub will navigate 
through the next tunnel. The command 
lines are as follows: 


Up, B 

Up, Down, Y 

Up, Left, Down, A 
Left, Y, Down, A, Right 


~~ Left, Up, Down, B, A 


After saving the sub yet again, collect 
the captain's key in the next room. Head 
back through the steering room, into the 
cafeteria, and through the door to the 
right of the dumbwaiter. Climb the lad- 
der to access the main control room. 


Now that you have both keys, you can 
open the safe. Put a key into each of the 
locks. However, security measures 
demand that the keys be turned at the 
same time. You are not going to be able 
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to run back and forth between them 
quickly enough. 


HINT 

Stand with your back to one key and 
draw your shotgun. Back up and fire at 
the same time so that you press the first 
key with your back and hit the second 
with your bullet. The safe will open and 
you can collect the torpedo launch 
codes. 


Leave the control room and continue 
onward. You're almost done! Proceed 
down the catwalk through the engine 
room. Go through the first door on the 
right. The next area is filled with leaking 
pipes. The steam that comes out of them 
is dangerous, so proceed with caution! 
Wait for the steam to stop for a few 
moments before running through. 


Finally you'll have come full circle and 
will be back at the dock. Run straight 
down the walkway and enter the first 
door on the left. Use the launch codes 
on the only remaining torpedo. Now sit 
back and watch the sub cripple itself, 
just like Viggo said. 


Make sure you don't miss anything 
important: 

Check for tokens between the seats in 
the briefing area just inside the sub. 


In the carrier docking area, check all the 
alcoves along the walkway for tokens 
and ammo, but watch out for Crocs! 


BODYGUARD MINI-BOSSES 


Each guard is linked to a single, timed 
challenge. If you don't beat the bosses 
and press the appropriate buttons in 
time, you'll be killed. You have 50 sec- 
onds to defeat each boss. 


FUR FIGHTERS’ FINISHERS 

The best weapon for all four mini-bosses 
is the Cluster Bomber. The grenades deal 
heavy amounts of damage and you 
should have enough saved up to handle 
all four guards. If you run out, switch to 
other hard hitting weapons like the 
Flame Gun and the Heavy Machine 
Gun. 


IMPORTANT 

Each boss will drop a key that you must 
pick up and use to open the appropriate 
cage. 


Uber Bear - Your first foe is a hulking Polar 
Bear. He uses a Submachine Gun just like 
normal Polar Bears, but his health is 
through the roof. Keep hitting him with 
grenades, but make sure not to knock 

_ him off the platform or you'll waste pre- 
= cious time. Once you defeat him, quick- 
ly grab the key he drops and save 


We 


Se Century Fox - Your next foe is a copy- 
. ey lawyer much like the one in Space 
Stati eer. Now that you have to fight 
him with a time limit, the battle will be 


mucl ore stressful. The Fox is a great 
shot, so circle around him and fire, but 
be careful not to get caught in your own 
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grenades! Grab the gold key and shut 
off that bomb! 


Odebah Bear - Guard number three is a 
freakish Bear with a robotic arm. 
Odebah only has a close range attack, 
so hang back and lob the grenades 
from a distance. Don't wander too far 
since you'll still have to deactivate the 
missile after you beat him! 


Oddfelt - Viggo's valet, a familiar looking 
Polar Bear is your final obstacle. Oddfelt, 
predictably, throws his hat at you. Circle 
around him and return fire. Your air is run- 
ning out, so don't waste any time! 


After defeating the bosses, proceed 
through the door that opens onto the 
catwalk. Climo the ramps to reach 
Viggo's water garden. A familiar face is 
waiting for you. Viggo has left Fifi, his pet 
human, in the garden to get some exer- 
cise. Fifi holds the key to the next area of 
the level, so you'll have to catch him 
before continuing. He's a speedy little 
fellow, though! 


Switch to Rico with the nearby telepoint 
and give chase. Watch out for the pira- 
nhas in the water as you swim after him. 
As you cross the bridges, some of them 
will break apart beneath you. Jump 
quickly! Eventually, Fifi will dart into a pas- 
sage too small for you. Hurry up the near- 
by ladder and over the other side to 
catch him as he exits. Once you nab him, 
you'll open the door to the next area. 
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Follow the hallway into the storage room 
and climb down the ladder into the rat 
infested sewers. Carefully leap across the 
crates. If you fall in, you'll have to fight the 
current to get to the ladder. When you 
get to the other side, switch to Bungalow 
and use his high jump to reach the lad- 
der. Climb up and cross over the grating 
to reach the ladder leading to the next 
section of sewer. Jump across the crates 
and pull Chang out of the telepoint. He's 
the only one who can fit into the vent. 


After emerging into another storage 
room, walk up onto the sunken platform 
on the next level. Press the button to acti- 
vate the elevator. Continue upward to 
another vent. Follow that one into the 
hangar for Viggo's stealth bombers. 


The pilot chameleons here are easy to 
spot as long as you don't knock their hel- 
mets off. Climb up onto the crates in the 
corner and switch to Tweek. You'll have 
to jump and glide to reach the ladders as 
you climb up the catwalks. At the top, 
walk up to the console on the catwalk 
and press the button. Drop right off the 
catwalk. Press the jump button again to 
glide as you near the floor. Head through 
the door and around the crates. 


Finally you're back in the missile room 
where you started. Another door has 
opened, this one immediately on your 
left. It leads into an odd, eastern-looking 
area filled with Ninja Bears. After passing 
through the temple, switch to Juliette 


and climb over the wall fo enter Viggo's 
dojo. 


Viggo has been training one hundred 
Bears in the deadly arts, and you'll have 
to eliminate every single one of them to 
move on! It seems like an incredible task, 
and it is! Fortunately, the dojo is filled with 
weapons, health and special items that 
make it at least a little easier. Even with all 
the pick-ups, it's still a daunting task. 


FUR FIGHTERS’ FLASH 

As soon as you enter the dojo, the doors 
on the bottom floor will burst open and 
Bears will come rushing out. Even as you 
defeat the first Bears, more will appear to 
replace them. It's best to use the Auto- 
Shotgun here, since the defeated Brown 
Bears will drop shotgun ammo. 


After eliminating the main squad of nine- 
ty Brown Bears on the bottom floor 
switch to Juliette and climb up to the 
second level. Finish off the last ten Grizzly 
Bears. With Viggo's Ninja forces decimat- 
ed, climb to the third level and exit the 
dojo through the now open door. Take 
the elevator up to a long hallway. 


Follow the hallway until you reach 
Viggo's tank garage. Press the button 
next to the first tank to open up the door 
into the main storage area. Fight your 
way past the Armadillos and switch to 


Bungalow on the left side of the ramp, 
which is located at the end of the room. 
He's the only one that can climb up the 
crates and reach the ladder leading to 
the catwalk. Take the catwalk around to 
another button which opens the second 
large door. Climb back down and head 
through. 


Run down the ramps into a storage 

room. Find the Chang telepoint tucked 

behind one of the crates and switch 

characters. In another alcove you'll find 

a vent that you can squeeze through. 

_ Follow it Out info yet another storage 

7 room. Switch back to Bungalow with the 

~ nearby telepoint then take the lift to the 

vel. Jump up onto the crates 

off the other side. Press the 

=> wall to summon the eleva- 
it fo the next area. 


g the elevator you'll emerge 
pnotic carousel. The bright 
1 droning music will turn any 
ne in only a minute. 


FOREWARNING 

e sixty seconds to get to the cen- 
the carousel and ring the bell. This 
will clear your head and give you anoth- 
60 seconds. You'll have to defeat Mr. 


je. 

] anes you want to stop the 
> carousel completely. If you take too 
A 

c 

. 


ter of 


: much tne fighting them, ring the bell 
again and keep going. 
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Leave the carousel through the exit on 
the opposite side of the room. A ramp 
leads back up to the central missile 

room. There’s only one door left, so turn 

to the left and enter the elevator waiting 

for you. Pass through Viggo’s globe room 

into his private garden. An attractive pair 

of creatures, a deer and rabbit, wait 

inside. Don’t let their looks deceive you! 

These two are deadly fighters. Keep your 
distance as you fight them, but don’t 

wander too close to the Snapdragons. 


Make your way through the garden, 
avoiding the carnivorous plants. In the 
room beyond, switch to Tweek. Climo UP | 
the ladder and fly across to the door. 


As you pass through the door, a huge jet 
will rise Out of the center of the crater, 
piloted by none other than...Fifi! 


Fifi Mini-Boss - Unlike the other jets, this 
one’s cockpit is invulnerable. You'll have 
to find another way to bring down this 
menace. Run up around the edges of 
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the crater, then jump and fly underneath 
the jet. As you land behind it, quickly turn 
and fire at the two smaller engines on the 
jet’s back. The Rocket Launcher works 
particularly well. After eliminating the 
side engines, destroy the engine on the 
bottom of the jet. 


It may seem that you're finished, but Fifi 
will activate the jet’s hover mechanism 
on top of the jet. Climb back up the side 
of the crater and glide right onto the jet 
itself. Walk right up to the fan and blast it 
with whatever you have! 


Once you destroy the jet, climb up to the 
top of the crater and exit through the 
now open docr. 


Viggo's best kept secrets: 

Before going to Viggo's vaults, head to 
the bottom of the spiral ramps into a stor- 
room filled with health, tokens and 


side passage in the second 
1 some rockets and Pet Yums. 


) f the storage crates in this level 
items and tokens on them. Do your 


can take a shortcut through a dog hole 
to the left and bypass the dangerous 
Snapdragons. 


The end is near! But Viggo still has a f 
surprises up his sleeve. Don't believ: FZ 
everything you see. As you enter th VA 
main room, the floor will open up cand 
Viggo's model will rise from the dark 
On it stands Viggo, with one devastatit 
Sub Machine Gun pointed right at you! 
Before you fight, it's important to take a 
look around the area. Each oft e moc 
els holds a pick-up, and a different char- 
acter can reach each one. > 


New Quack City - Jump up on the build- 
ings with Bungalow to grab a Neutron 
Gun and some ammo. 


Beaver Dam - Climb up the front of the 
dam with Juliette to reach a Meerkat 
Multiple. 


Cape Canardo - Hop up the buildings 
with Tweek, then glide to the satellite to 
grab a Plasma Beamer and ammo. 


Dinotopolis - Squeeze under the 
Dinosaur's arms with Chang to grab the 
Beetle Shield. 


Antat Tatatanat - There is another Bomb 
Launcher and ammo in the temple. 
Burrow inside with Roofus. 


Viggo-A-Gogo - Rico can swim under 
the carrier to get a Heavy Machine Gun 
and ammo. 


FUR FIGHTERS’ FUNDAMENTALS 

The best strategy for fighting Viggo is to 
take the time out to grab the Beetle 
Shield and Meerkat Multiple. With those 
two items, strafe around Viggo, firing at 
him with a fast, powerful weapon. You 
might want to use the Heavy Machine 
gun, since you'll be able to get more 
ammo for it later. When he turns, get 
ready to jump over a fresh stream of bul- 
lets. You can use the buildings as cover, 
but eventually he can shoot through 
them, so it's best to hit him fast and hard. 


If you're low on health, you can switch to 
a stronger character. It shouldn't take 
long to beat Viggo, but that doesn't 
mean you're done! Switch to Chang and 
head into the next room and you'll dis- 
cover the awful truth: Viggo's been 
cloning himself! 


First Fuse - All six Fur Fighters will have to 
use their unique talents to destroy six fuse 
boxes and shut down the cloning 
machine. Don't bother fighting the 
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Viggo clones, as more and more will be 
created! Instead, turn around and look 
for the thin passage to the left of the 
door you came through. Naturally, only 
Chang can fit through. Head down the 
passage and turn left. You'll emerge into 
a room with the fuse in if. Blast if and 
head out the other side. 


Second Fuse - Keep following the wall to 
the right. There's another passage that 
Chang can squeeze through, this one 
leading to a Bungalow telepoint. Take 
the kangaroo out of the wall and use 
him to jump up onto the circuit boards to 
the right. Some of the jumps are tough 
and the fall can be painful, so be care- 
ful. At the top, another fuse awaits. 


Third Fuse - Jump back down to the floor 
and hop into the hole in the wall. Run up 
the ramp and jump into the rushing 
water. When you land on the platform, 
the water will still bush you around, and 
can even drag you off the edge! Run 
and jump to stay on the platform as you 
aim for the Roofus telepoint. After switch- 
ing, make your way to the ladder lead- 
ing up to the ledge. Burrow through the 
dog hole and you'll pop out by the third 
fuse. You're halfway there! Change to 
Chang to get out. 


Fourth Fuse - The passage drops you by a 
door. Press the button beside it to open it. 
Head across the room to the Tweek tele- 
point floating above the elevator shaft. 
Jump at the telepoint. If you miss, you're 
fluff! You'll switch to Tweek while falling, 
and you can use his tiny wings to slow 
your descent so you don't end up a 
smear at the bottom. Destroy the fourth 
fuse up ahead, then press the button in 
the lift to ride back up. 


Fifth Fuse - Cross the room to the door you 
opened before and go inside. Climb the 
ladder to the right and use Tweek to glide 
across the gap fo the Juliette telepoint. Use 


62 yy a 
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her razor sharp claws to scale the inside of 
the computer up to the fifth fuse. 


Sixth Fuse - One more fuse to go! Head 
back across the room and climb up the 
wall next to the Tweek telepoint. Climb 
up the passage to reach Rico's telepoint. 
Switch to the penguin and hop down the 
hole. Swim through the passage until you 
at the mouth of the pipe. Climb out and 
drop into another pipe. 


This time, climb out the side of the pipe 
and shoot the final fuse. With all six fuses 
blown, swim through the pipe to reach a 
ladder on the other side. 


The Viggo cloning machine is shut down 
and the door to the final area is open. 
Beyond it, the true Viggo waits to chal- 
lenge all six Fur Fighters. After briefly 
taunting you, he'll pump himself full of a 
mutating gel and transform into a giant, 
green beast! 


This Viggo acts much like the first one, 
turning and shooting with a giant gun. 


However, this one seems invulnerable. 
Your real targets now are the gel packs 
on his back. Switch to Chang or Juliette 
as they‘re the fastest characters. Strafe 
around his platform and repeatedly fire 
at him until he flinches. While Viggo is 
stunned, get behind him and fire at the 
gel packs on his pack. Once he turns 
back to face you, fire at him some more 
until he is stunned again. 


Once all three gel packs are gone, 
Viggo will revert to his regular self and will 
be completely vulnerable. It's time to 
teach this cat a lesson! Empty your arse- 
nal into the evil General to finish him off! 
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Viggo is one bad kitty. 
Roofus and the Fur 
Fighters foiled his 
plans many years ago, but Viggo has since 
escaped imprisonment and hatched new 
plans to take over the world. His current plans 
involve stealing the world’s largest pair of 
diamond earrings, buying out the most pow- 
erful dam ever built, raiding the technology 
of a long lost civilization, building an army of 
the dead, and dropping an anvil on Roofus’ 
a v * head from orbit! To keep the Fur Fighters 
¢ ¢ = out of the way, he has kidnapped their 
ad children and mutated their spouses 
into ferocious monsters. He may 
have underestimated, the Fur 
Fighters bravery, but Roofus 
cr — and his comrades should 
E= | be exceedingly careful. 
This feline has plenty of 
tricks up his sleeves. 


FIFI - 


In the Fur Fighters’ world, animals reign ~ 
supreme, and humans are the pets. Fifi, 


= 
a small, bald, monocle-wearing man, is 
Viggo’s companion and is never for) 
from his side. 
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The Fur Fighters must fake on legions of 
Bears, Reptiles, even Shrimp on their 
quest To save their families. Although the 
odds are against them, there are some 
tricks they can employ to help them sur- 
vive straight from the game testers at 
Acclaim. 


Don't find 
yourself 
empty 
handed. 
The. surest 
way to get 
fluffed is to 
find your- 
self out of 
ch age 
while surrounded by a squad of fluff- 
thirsty enemies. Although you have a 
close range attack, it's not very useful 
when you're up against guns and rock- 
ets. Never let yourself run out of ammo. 


Aim before you fire. 

The Fur Fighters are good shots, but even 
they won't hit somebody they're not 
looking at. Make sure your crosshair is on 
an enemy before firing. It saves ammo, 
and the shots do more damage. 


Don't lose 
your 
head... 
make the 
Bears lose 
theirs. 
Master the 
eine Tou n 
head shot 
as soon as 
possible. This allows you to conserve 
ammo while also quickly eliminating 
pesky Bears. 


Red means shoot. 

Your crosshair turns red when it is posi- 
tioned over anything you can shoot! This 
includes, buttons and destructible objects. 
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Don't be wasteful. 

If an enemy is using a gun on you, they 
will drop it when you defeat them. Grab 
it! It's The surest way to keep your ammo 
replenished. 


Never stay still. 

This is true for any shooter. If you're standing 
still, you're dead. Constantly strafe to avoid 
bullets and try to circle behind your foes. 


They are 
as dumb 
as they 
look. 
Although 
ME) GeOn,S 
Bears are 
po) Uo mae 
they're not 
too bright. 
If a large group of Bears is headed 
towards you, try to circle around them. If 
an enemy gets shot by another enemy, it 
will turn on the animal who shot it. Often, 
Bears and other foes will eliminate each 
other if you give them the chance. 


Divide and conquer. 

If you find yourself low on ammo and 
outnumbered, retreat. Hide around a 
corner and wait for your enemies to 
come around one at a time. Defeat 
each one and grab the gun they drop. 


Keep you eyes... and ears... open. 
Viggo's troops are a talkative bunch. 
Even before you see them, you can often 
hear them chatting. Learn what each 
animal sounds like to avoid surprises. 


Tokens 
serve two 
PUrposes. 
Although 
you need 
tokens to 
reach later 
levels, they 
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a pile of fluff! 
Id even leave tokens 
‘ll need the health 


not always better. 

pon upgrades are more power- 
ful, but can sometimes be wasteful. If 
you're low on ammo, switch to one of 
the smaller guns. For example, using the 
Submachine Gun instead of the Heavy 
Machine Gun saves ammo, and is 
almost as powerful. 


Enough is enough. 

Collecting all the babies and tokens in 
each level is not required, but can help 
you out later on. 


Multiplayer Strategies 


As challenging as Viggo's forces are, 
nothing can compare to taking on your 
fellow Fur Fighters in a_ free-for-all 


Fluffmatch. 


The rules 
have 
changed. 
SJO "me 
weapons 
that were 
very useful 
in single 
player are 
harder to 
use in Fluffmatch, and vice versa. For 
instance, the Shotgun can blow the 
heads off bears, but it won't do the same 
to your fellow Fur Fighters. Remember, 
the Bomb Launcher is much more useful 
against unsuspecting Fluffmatchers. 


Take the fall. ~% 
There's no falling damage i 
sO go ahead and leap of 
you'll be fine. 


worst 
enemy. 
Avoid 
falling off 
levels or 
blowing 
yourself up, 
as suicide 
will subtract a kill from your total. 


Be a hog. 

No, there's no pig character, but you 
should definitely hoard all the ammo, 
even if you don't plan on using it. It pre- 
vents the other players from getting their 
grubby paws on it! 


Listen for the "whoosh", 

When ammo and pick-ups respawn, they 
make an audible whoosh sound. If you lis- 
ten for it, you can be the first to grab the 
newly spawned treasures. 


Watch the 
numbers. 
The num- 
bers float- 
ing above 
each char- 
acter are 
the only 
way iKe) 

; identify 
who is who, since you can switch Fur 
Fighters during a match. Use the numbers 
to ome cye's that are in the lead. 

> 


I've got a secret. 

If you have a VMU, you can use it to hide 
your health and ammo. That way, other 
players can't see if you're weak or out of 
ammo. 


Fluffmatch 
weapon is 
the Plasma 


GOOD FLUFFERS 


Set in New Quack city, Good Fluffers con- 
tains a rooftop with two apartment build- 
ings on the sides. Be careful not to fall off 
the level! You'll lose a fluff that way. 


Weapons 
Submachine Gun, Shotgun, Heavy 
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Machine Gun, Rocket Launcher, Bomb 
Launcher, Plasma Beamer, Flame Gun 
Hints 

All the Pet Yums in the level are located 
around the water towers. If you need a 
health boost, that's where to go. 


The Flame Gun is a powerful weapon. If 
you can, make it your first goal. 


You can get up onto the second level 
catwalks from either apartment building. 
On one side, you only have to open the 
fire doors, but on the others, you have to 
shoot open two of the glass windows. 


The Plasma Beamer is another powerful 
weapon. With it, you can snipe down 
from the catwalks. 


The Bomb Launcher is great for ambush- 
ing players from above. Lob a few into 
the center pit fo catch any players going 
down for the Pet Yums. 


DAM FLUFFERS 


Battle at the Beaver Dam! Dam Fluffers 
has a large open area with two smaller 
rooms connected to the sides. 


Weapons 
Submachine Gun, Shotgun, Rocket 
Launcher, Bomb Launcher, Plasma 
Beamer 


Hints 
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tain to be fiercely fought 
y to get it is to jump into 
) that you sink below the sur- 
top of the pick-up. But while you're 
ater, you're completely vulnerable. 
't stay in for too long! 


Once again, use the Bomb Launcher to 
ambush anyone hanging around in the 
central area. 


The bridge is a great place to snipe at 
people. Use the Plasma Beamer. 


FLUFFED IN SPACE 


Fluffed in Space takes place in a missile 
silo inside Cape Canardo. Fight in a long 
corridor that wraps around the silo or 


drop down to the lower level for up-close 
and personal fluffing. 

Weapons 

Shotgun, Bomb Launcher, Rocket 


Launcher, Neutron Gun 


Hints 

Be careful when firing around the missile. 
If you hit it, deadly steam sprays out. 
Touch the steam and you lose qa fluff. 


However, you can be creati\ 
catch other players in the si 


A precious package of Pet Yums P! 
atop the rocket. Look out for steam 
you try to nab it. 


As you collect the bullet ammo aro 
the rocket, make sure no one is trying To 
steam your fluff. 


The powerful Neutron Gun is in the lower 
level, but it only has four shots. Use them 


sparingly! 
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THE FLUFF THAT 
TIME FORGOT 


A brightly lit and colorful level, the Fluff 
That Time Forgot takes you inside a block 
fortress built by Dinosaur kids. 


Weapons 
Submachine Gun, 
Launcher 


Shotgun, Rocket 


HINTS: = 

The weapons here are not as powerful or 
as diverse as other levels, so the fights will 
>come longer and harder. 


Since there are few weapons, try to grab 
them all before your opponents do, leav- 
ing them almost defenseless. 


In the ruins of ar 


ancient temple, deep in 
Antat Tatatanat, Fur Fighters meet to test 
their mettle. 


- 


Weapons _ 7 
Submachine Gun, Shotgun, Bomb 
Launcher, Plasma Blaster, Freeze Gun 


Hints 

The twisting corridors make this level con- 
fusing. Take a little time to learn how to 
navigate the catacombs. 


Get up onto the ledge above the main 
area and you can drop down onto a 
platform holding the Freeze Gun. If you 
freeze an opponent, they won't be able 
to move, but they can fire back. Quickly 
shatter them with another weapon or 
push them off a cliff. 


The ledge where you find the Freeze 
Gun also makes a great sniping point. 
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Shoot the Viggo panel in the main area 
TO Open a secret door in the pit in the 


s middle of the room. Drop inside to find 


the Submachine Gun and the Bomb 
Launcher. 


YOU ONLY FLUFF 
TWICE 


The Furfighters take the fight to Viggo's 
private offices, where he has been 
experimenting with gravity defying pads. 


Weapons 
Submachine Gun, 
Launcher 


Shotgun, Rocket 


Hints 

The gravity pads in this level will bounce 
the Fur Fighters high into the air. This is use- 
ful for avoiding attacks and getting out of 
the basement quickly. 


To get to the Rocket Launcher, bounce 
from one of the four main gravity pads to 
the one in the middle. 


There's plenty of Pet Yums to be had in this 
level. Junior Pet Yums surround the central 
gravity pad and Regular Pet Yums hover 
in each of the four main pads. 


This level is filled with great snipe points. 
Check out the four upper corners and 
the open ledges on the sides. 
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complete without a 
helpful cheats. In Fur 
cheats are unlocked not 
1 codes, but through the comple- 
f certain in-game events. Only the 
best players will manage to unlock every- 
thing Fur Fighters has to offer. 


NOTE 

The button combinations for the follow- 
ing mini-games are specific to the 
Dreamcast version of Fur Fighters. For the 
PC version, refer to the in-game direc- 
tional screens for movement information. 


Fur Fighters Village Mini-Games 
Block Puzzle 


Tweek's House - This puzzle is opened 
after defeating Gwynth Boss. 


This is a classic sliding block puzzle. A pic- 
ture of one of the six Fur Fighters will be 
scrambled. Reassemble the image. Use 
the directional pad to move a block into 
the empty space. It's best to start by 
recreating the top line of blocks, then 
move down. 


Snake Classic 
Rico's House - This puzzle is opened after 
defeating Juanita Boss. 


a ee oy 
A faithful recreation of the sr 
Move the snake around the 
eat the green tokens that app: : 
time you eat tokens, the snake el 
longer. Avoid your own tail as you tr 
collect the tokens. You can use either 
directional pad or the A, B, X, Y bu 
move. As the snake grows longer, i's a 
good idea to follow the wall, darting 
inside the board only long enough to 
grab a token. 


Balloon Lift 
Juliette's House - This puzzle is opened 
after defeating Claude Boss. 


Use a hot air balloon to rescue three Fur 
Fighter babies on each level and bring 
them home safely. Press the left and right 
buttons to move the balloon back and 
forth, and press the up button to use the 
engine to move upwards. You can also 
steer with the X, B, Y buttons. Hover over 
the babies until they leap up into the air 
and land in the basket. You can only 
carry one kid at a time, so float by the 
house and he'll jump out. Rescue all three 
babies to move to the next level. Watch 
your fuel! If it runs out, you'll crash. Plus, 
you get a bonus for any unused fuel at 
the end of a level. 


© 
Bear Attack 

Bungalow's House - This puzzle is opened 
after defeating Esmerelda Boss. 


Help Tweek avoid the Bear attack squads! 
Make them crash into each other or use 


your fire breath to take them out. As 
Tweek moves, the Bears will take the most 
direct route towards the soace he moves 
to. If two Bears try to move onto the same 
space, they will crash into each other 
and leave wreckage. Any Bears that hit 
the wreckage will also crash. 


To move, select any direction and press 
the A button. Using the fire breath with 
the X button will clear every space 
around Tweek, but Bears destroyed by 
fire don't leave wreckage. You have two 
fire breaths on each stage. Pressing the B 
button will teleport Tweek randomly. Save 
your fire breath! If you can move safely, 
move. Only teleport when you absolutely 
need fo. If you teleport next fo a Bear, 
hold down the X_ button to use a fire 
breath immediately, if you have one. 


Super Snake 
Roofus' House - This puzzle is opened 
after defeating Winnie and Mai Boss. 


The controls and concept are the same as 
Snake Classic, but the game has separate 
levels with obstacles. This makes maneu- 
vering your snake harder, but fortunately, 
you also have two extra lives. After col- 
lecting 24 tokens, the level will change 
and your snake will be small again. 


Bomber Bear 
Chang's House - This puzzle is opened 
after defeating Viggo Boss. 
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Clear a runway for your plane. Your 
plane flies across the screen from left to 
right. Each time it makes a pass of the 
screen, if aqopears one space down on 
the next pass. Drop bombs with the A 
button to destroy the buildings. You can't 
drop a second bomb until the first one 
connects. Clear the tallest buildings first. 
Make sure you use each pass as best as 
you can. IF you crash, you have two 
more planes to use. 


MINI-GAME CHEATS 


Getting a high score on one of the mini- 
games will open up a cheat which can 
be activated from the Cheats Menu that 
appears in the Visual Options menu in 
the front end. 


Block Puzzle - 60 seconds or less - 
Rotation Cam: If you have a second 
controller plugged in, press the Y button 
on the second controller during game 
play to make the camera rotate around 
the player. 


Snake 
Classic - 
5,000 points 
R Otek ea 
Cam: When 
you fire a 
Rocket, the 
camera sits 
on top of 
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)00 points - Walter: This 
rakes all the dialogue in the 
| vintes to an ‘unusual’ voice. 


super Snake - 10,000 points - Fishy World: 
his cheat makes everything appear to be 
seen through a fisheye lens. 


Bomber Bear - 30,000 points - Big Head 
Mode: Makes the heads of Bears, Crocs 
and Peacocks (plus a few others) super 
large. 


BOSS CHEATS 


Return to each Boss level and beat it a 
second time to unlock the following 
cheats. 


Gwynth - Auto Aim: Makes the auto aim 
lock on 100% accurate. 


Juanita - Health Boost: Boosts the player's 
maximum health. 


Claude - Ammo Boost: Every time the 
player gets a weapon pick-up, they will 
get that weapon with the max amount 
of ammo. 


rn Femereica - Paul's 3 


: If yo 
it v 


eyes while i ia 
game appear 3D. Fun, 
the game like this for too long! 


Winnie and Mai - Tough Bears: Makes 
the Bears at least twice as tough. 


Viggo - Invulnerable: The ultimate cheat! 
Makes the player invulnerable to damage. 


Extra Cheat - Scrawners: Complete the 
maze in the Temple of Gloom - This cheat 
makes the Bears, Crocs, Peacocks, ec... 
really thin. 


Silver Token Challenge 

As an added bonus, when you collect all 
100 tokens in a level, you can race the 
clock to earn medals! Reenter a level 
where all the tokens have been collect- 
ed and pick up the large stopwatch near 
the beginning of the stage. You now 
have a limited amount of time to get to 
the end of the level. Killing enemies puts 
more time on the clock. Beat the pro- 
grammer’s best times to earn a spot on 
the high score board! 


d 
bea dewey 


Think you've busted the best? 


intense multiplayer new graphics, 
create a level 
mysterious crazy! 


EVERYONE 


Sega . 
Dreamcast i TAITO 


TAITO is a registered trademark of TAITO CORPORATION. BUST-A-MOVE 4 isa registered trademark of TAITO CORPORATION. © TAITO CORPORATION 1994, 2000. Acclaim® & © 2000 Acclaim Entertainment, Inc. All Rights Reserved. Developed by TAITO. All Rights Reserved. Marketed by Acclaim. 
Distributed by Acclaim Distribution, Inc., One Acclaim Plaza Glen Cove, NY 11542-2777. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. 


Sere (OU GUYS, 
PM ORIVE OME. 


RACING ACTION! 


FACE OFF AGAINST CARTMAN, GRANDPA, SCUZZLEBUTT, STARVIN' MARVIN AND 
THE REST OF SOUTH PARK IN THE WILDEST, RAUNCHIEST ROAD RACE EVER. 
WERE TALKIN’ DOZENS OF INSANE VEHICLES AND SWEET CUSTOM SOUND-BITES! 


asl 


BREAK LIKE THE WIND WITH HONK IF YOU'RE PACKIN' PROJECTILE VOMIT, EXPLOSIVE IT'S SUPER RACING FUN! MAKE THE COMPETITION RESPECT YOUR AUTHORITAH 
TERRANCE AND PHILLIP! DIARRHEA, AND MORE SWEET PICKUPS! THANKS FOR ASKING! WITH DOZENS OF OUTRAGEOUS VEHICLES! 


Se d . SOUTH eee 
© Dreamcast. NM ad /AG\aim 


South ParkTM & © 2000 Comedy Central. All Rights Reserved. Acclaim® & © 2000 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Tantalus Interactive. All Rights Reserved. Marketed by Acclaim. Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777. 
Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises Ltd. 


VANISHING POINT 


just racing. It’s a driving simulation so advanced and authentic it'll drive you mad. 
Comprehensive vehicle dynamics based on collaboration with industry engineers. Authentically 
licensed cars from Lotus, Aston-Martin, BMW, Alfa-Romeo and more. One of the most advanced 
3-D driving engines ever developed. Is your d ready for this much reality? VIVA LA SPEED. 


Sega 


©Dréamcast A <laim 


VANISHING POINT™ and Acclaim® & © 2000 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Clockwork Games Ltd. All Rights Reserved. Marketed by Acclaim. Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777. 
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Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. 


Allis good and peaceful in Fur Fighter land untitthe evil General Viggo escapes 


and kidnaps the Fur Fighters’ babies. Your mission is to lead the Fur Fighters on a rescue mission to save 
their families and their planet from the evil General. 


Battle your way through legions of Teddy Bear warriors, solve diabolical puzzles, and save your mutat- 
ed kin in six outrageous worlds! Discover all the inside strategies and secrets to defeating the evil 
General right here in the Official Acclaim Fur Fighters Strategy Guide. 


This fully-detailed Official Strategy Guide will teach you everything you'll need to know to successfully 
complete your rescue missions and save the planet from the Evil General Viggo and his furry minions! 


Inside you'll find: 


Detailed walk-throughs of every level from the Fur Fighters’ Village 
all the way to the furious, frenzied finale! 


he secret locations of all kidnapped Fur Fighter babies, 
- > including all tokens.needed:to.complete.each.and-every 
fierce level. 


Full descriptions of all furry characters, enemies 

and fiendish bosses, including strategies on using 

each character’s unique physical abilities to 
defeat every enemy. 


Complete descriptions with detailed statistics 
for every weapon available, including inside 
, tips and hints to fluff your enemies and bosses 
7 ae —— into oblivion. 
em 


Sy Mutti-player strategies, tips and hints to beat 
all your opponents and become the "Fluff 
Master” of the universe! 


Suggested Retail Price 


The secrets to unlock all $12.99 U.S./$18.99 CAN/£12.99 UK 
six mini-games as well as 00000 
over a dozen various fun 
cheats! 
Viggo’s frantically gunning for you!! one 148100621809 
ISBN: 1-57840-973-X 
. 5 1299> 
Do you have what it . 
takes to meet his /\ 


fearsome challenge? 9 "731578" 409730 
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